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Introduction 
This booklet. part of the BettStrike boxed module, contains com- 

plete information on asteroid mining for use with T d t e r .  Except 
as noted in these rules, all conventions and stsndads from the baskc 
T d  rules are consideted to be in effect. This meri8F is imended 
to supplement, rather than replace, basic Pravellm rules and rulings. 

Usabilftyty: This booklet requires a Traveller rulas set in order to 
be used. Thwe are several kinds, and any one will do. 

Th~s  module is designed as a companion to  Starter Traveller. and 
is specifically oriented to  the informmion, rules, concepts, and 
background presented there. It is consistent. however, with all 
W l e r  rules sets, and can be used in conjunction with any of them: 
The Trawner Book, Basic Traveltar, or Deluxe Traveflw. 

Belter Characters 
Those who make a living mining the asteroids for resources, as 

employees of large mining concerns or independents grubbing for 
a stake on their own. are known as "belters". It is a difficuft and 
often dangerous career, calling for individuals who are highly self- 
reliant. competent, and determined. k l t e r s  tend to  be loners, ee- 
cemrics who can spend weeks at a Time staring into a scanner, 
searching for the singla strike that will make thdr fortunas. R takes 
a special person to earn a 'riving as a belter. 

CHARACTER GE1YERAWON 
Characters are initially generated according t o  the basic rules for 

Travellw. However, belter characters may attempt to  begin their 
careers at the age of 14, rather than the customary 18 years of age. 

Character generation proceeds according to  the standard pro- 
cedures outlined in the Trawrller rules. The bolter character gensra- 
tion tables (page 101 follow the usvat pattern. 

Belter characters cannot obtain commiseions or promotions; like 
scouts in the basic Travellw rules, they are compensated for this 
lack by being granted 2 skill rolls per term automatically (plus an 
additional role during the first term). 

Retirement and mustering-out benefits are rwaived according to  
the basic rules; appropriate tables are included on page 10. Aging 
and all other procedures are also conducted normally. 

With two exceptions, the skills awarded on the character genera- 
tion tables are all described in the basic Trmlter rules. These two 
exceptions are described fully below: 

Rcwpcthg: The individual is experienced in searching nut mineral 
depos~ts on world surfaces and in deep spaca 

This skill allows an individual greater likelihood of discovering 
mineral deposits. In any situation calling for such a search, this skifl 
allows a favorable DM for success. 

This skill alone is not sufficient far the d i scwev  of vast mineral 
wealth; but it does provide a greater probability of an individual 
d iscwr ing  what is them 

Zero4 Emlmnmmt: The individual has been trained to operate 
in zero-G situations. 

This skill is the equivalent of the zero-G combat skill intraduced 
in Book 4, Mercenary. When any actian is attempted in the absence 
of gravity, problems of recoil and inertia can handicap or render 
helpless individuals not trained to  compensate for it. The rulas on 
zero-G conditions in this booklet giw,specific die rolls and modifice- 
tions needed for an individual to keep ~ ~ n t r o l  in various zero4 situa- 
tions; zero-6 environment skill is used t o  generate a favorable DM 
in these situations. 

Mustering-out benefits are in general the same as in the Tnwellw 
rulas. Exceptions ars described below. 

Weapon: Belter characters may receive any personal weapon 
discussed in the 7rwener nlles or any of the zero-G weapons dEs- 
cussed in this booklet. The moat common weapons used by belters 
ere the snub pistof, the accelerator rifte, the lsser carbine, and the 
laser rifle. To take a weapon other than one of these four guns, 
a saving throw of 8 t must be made. 

Seeker: Belters may receive a seeker an a benefit, a small star- 
ship used for asteroid mining and prospecting. It i s  described and 
mapped elsewhere in this module. The type J seeker is a modified 
version of the f W t o n  scoutlcourier. Receipt of this ship as a bend* 
confers possession of the ship, but also liability for the monthty 
payments (amounting to Cr102,500 per month) for the next forty 
years. Fuel, crew, and other expenses must also be handled by the 
character. If the seeker bend* is received more than once, ir is con- 
sidered to represent actual possession of the ship (though not 
necessarjly by  the chsracter) for a ten-year period. The ship is thus 
ten years older, and the total payment term is reduced by ten years. 
It is possible for a character to  own a smker, free and clear, by 
successivety rolling the ship benefit five times (once to obtain it, 
and four times to  pay off the four ten-year periods of payment). 
The ship is also forty years old. 

Mining the Asteroids 
Asteroid mining is not simply a matter of finding a likely chunk 

of rock and hauling it in to be priced. Beltem must handle evewhing 
from obtaining proper licenses to  procuring supplies before they can 
w e n  set out into the belt. There follows a long period of searching; 
planetoids are located, samples are taken and examined; more often 
than nor the asteroid proves to  be worthless, and the belter must 
move on to  repeat the process a t  the next rock that turns up on 
his screen. Even after a strike is made, the belter still faces a gxeH 
deal of work, deciding whether to  sell his claim or work it, looking 
for the best market far his finds, and conveFting the profit from one 
expedition inta the foundation of another. f he belter must be a pilot, 
an engineer. a geologist, a businessman, a trader, and dozens of 
other specialties all rotled imo one. 

In order to  prospect a belt, an expedition must be organized and 
outfitted flrst. 

L e g a l i  Lagal requir~mems of asteroid mining vary from system 
to system. In highly civilized or well-organized areas, ticansing re- 
quires payment of fees and official approval from ona or more 
bureaucratic offices; often such belts are dominated by a corpora- 
tion or consortium of corporations, with Iittle or no opportunity for 
independents to  break the corporate monopoly ovar belt 
exploitation. 
On the other hand, frontier areas, poorer beks, and systems where 

government control is weak all tend to be less stringant in their con- 
trol over bak mining. Licenses are easier to  obtain, or completely 
unnecessary; competition from the larger corporations is far less 
pervasive. Occasionalty a rich strike will be followed by a "Belt 
Rush, 'k i th an influx of competition. h such cases, governments 
and cornrations frequently attempt to organize the belt to  t a b  ad- 
vantage of the strike, causing a tightening of legal procedures, higher 
licensing fees, and a greater chance of developing corporate 
monopolies. 

In general, a throw of 20  will determins whether or not mining 
a particutar system's belt requires a license. Average. the world's 
tech level and taw level, and compare the throw to this result. If 
the throw is less than or equsl to  the number, a license is required, 
If it is greater than the number, no license need be applied for. 
Specific systems may have this information given Ias is the case 
with Bowman in this module). rather than being determined ran- 
domly. Once the need for a license is determined, this fact remains 
a constant, unless a major change in circumstances takes place in 
the system. 



B e W s  Handbook Page 3 

Should a system seem an unlikely candidate for ragulation of b d t  
mining-where the wad, for instance, has not achieved space flight 
or is cut off from extensive offworld contact-the referee can feel 
free to  alter the result. er to  explain the reasons for the regulation. 
(A corporate monopoly or near-monopoly on the belt, unconnected 
with the planetary government, is one likely explanation.) As in all 
aspects of T d k ,  no rule is intended to ba final; the referee is 
the final judge of what is best for the adventure in progress. 

in applying for a license, throw agalnst the planetary law level. 
The license wile be granted in 1 D weeks if the roll 18 Greater than 
or equal no the law levet number. assuming payment of requisite 
fees. Failure of the throw causes the license application to be 
rejected. 

Characters may attempt to  inftuence the application die rolF by 
applying administration skiH as a positive DM to the roll. or as a 
negative DM to the time rot!. (A result of less than t week irpdicatas 
a response time of 1-6 days, with no DMs allowed.) Bribery may 
also be attempted. To bribe officials connected with the license pro- 
cess, follow usual pcocedures for bribery. For every Cx1.000 of- 
fered, a DM + 1 on the application acceptance roll or a DM-1 on 
the time roll can be taken, if the bribery is succeesful. 

Licenses are normally granted on the payment of a Iicensing fee. 
Two rolls are made to establish the size of the fee; the first, on 1 D, 
yields an exponent between 1 and 6; the second yields a multiplier. 
Thus an exponent rofi of 3 indicates a license fee of Cr t ,000-6,000. 
An exponent rolt of 6 means the fees amount to MCrl-6. The license 
fee exponent number may never be higher than the world popula- 
tion number in the IJPP. A high fee indicates e i the~ a high demand 
for licenses (a rich belt, a lucrative nearby market, etc.) or an at- 
tempt by the government in charge to restrict licensing {in order 
to protect a monopoly by means less overt than refusal to grant 
licenses, fur example). The referee should adjust his background 
information to fit the fee or, if necessary to  fit an existing 
background, revise the fee. 

The Ex-on: In order to conduct a prospecting expedition, the 
players must outfit a ship. Almost any ship w l  do, within certain 
limitations. The ship must be equipped with cabin space (small craft 
cabins will do, but tend to  be uncomfortable over a long haul), plus 
sufficient cargo space to  carry expedizion supplies, samples or ac- 
tual salabte finds, and to provide enough work space to  conduct 
on-board analysis and other work. Ten tons of cargo capacity is 
generally considered minimal. Within these limits, any vessel-even 
many small craft-can be used for prospecting work, particularly 
if only a single individual is involved. O w m a n  expeditions, however, 
are dangerous, and frequently result Fn missed opportunities. 

Equipment for an expedition is a mamer for the people involved 
to determine. Any prospecting expedition will certainfy require vacc 
suits, oxygen, an ore sampler, and some type of drill, laser, or ex- 
plosive to  taka samples. The basic Ttmffer rules, and the equip- 
ment section of this booklet, give information on various useful 
pieces of equipment that may be of use in prospecting expeditions. 

In long voyages of this type, life support: not only costs money 
but takes up measurable cargo space. Life support costs are paid 
as in the f d e r  rules (Cr2000 per person per 2 weeks, or Cr l000 
per week); 150 person-weeks of life-support supplies take up one 
ton of cargo space and cost Crl50,OCW. This amount wilk support 
one person far 1 50 weeks, 3 people for SO weeks. etc. Life s u p  
port supplies include food, air and water ( to repface leakage from 
the recycling process), and consumable s!ernants of the fife sup- 
port system, such BS filters, C02 absorbers, and so on. 

It is also wise, though not essential, to  invest in a general 
maintenance and safety inspection (costing Cr50,000) which may 
uncover problems to  be corrected. These are estabtished and priced 
at the referee's discretion. 

Once all purchases have been made, supplies laid in, and Er8W 
members assemb'led, the expedition is ready to  set out. 

Sponsored ExMitions: I t  is possible that asteroid mining vsn- 
lures may be sponsored by a carnpany or interested individual. Spen- 

sors may be sought (much like patrons), or may approach a likely 
looking group. The degree of a sponsor's pslrticipation varies greatly; 
roll 15-2 to  determine this. If the result is a number 1-4, this in- 
dicates the portion of the expedition costs to  be born by the spon- 
sor, from 10-40%. The same percentage of expedition profits, i f  
any, are returned to  the sponsor. If the modified roll is lesg than 
one. the sponsor will help in legal arrangsments [adding 2 to  'the 
license application threw, or subtracting 1 from the number of 
weeks to hear from the licensing agency). He will also take 2% of 
the expedition's profits for this asststance. Sponsors also have the 
right of first refusal on any discoveries made by the expedition. 

The referee may prefer t a  go into detail in dealing with sponsors, 
licensing, and ovtfjtting. In this case. whole adventuring sessions 
can be built around dealing with the bureaucracy, locating and 
negotiating with a potential sponsor, and no forth. In this case, the 
referee may wish to  expand upon the guidelines given here, to  pro- 
duce a more complete interaction between the chsracters and their 
surroundings. 

BELT CARTOQRAPHY 
Asteroid miners must learn to undsmtand the makeup and nature 

of the belts they work. Various regions, each with specialized prob- 
gems and individual characteristics, exist in most star systems. 

Tha Nlckel-Iron Zons IN-Zone]: This term is applied to  that we43 
of a star system's bsltfs) which contains mostly nickel-iron 
planetoids. It consists of all portions of the belt lying closer to  the 
star than 1.25 times the star9 "optimum life tone" distance. Thus, 
the N-zone of Sol's belt includes all asteroids less than 1.25 
astronomical unFts ( 18 7 million kifometers) out. 

The Mixed Zona (M-Zone): This is a transitional zans i n  which 
the proponions of nickel-iron and carbonaceous asteroids shift from 
the value found in the N-zone to that found in the C-zone. It lies 
within the area from 1.25 to 1 .S times the distance of the life zone. 

The Carbonecsws Zons {C-Zone): This is a zone in which the 
asteroids are 90% csrbonaceous. The C-zone indudes asteroids 
more than 1.5 times the life zone distance. 

f ha Trojan Clustms: Trojan clusters are groups of astembds found 
in the Trojan points of a star system's gas giants. A Trojan point 
in this instance is defined as a point in the gas giant's orbit equidis- 
tam from the central stsr and the gas giant-60° ahead of and 
behind the gas giant in i ts orbit. These points of stability frequent- 
ly collect asteroids, normally of the carbonaceous type. 

R b g  Systems: Most gas giants have ring systems. Spectacular 
ones (like Saturn) contain high proportions of ice and frozen gases; 
others (dark rings1 are generally made up of carbonaceous chunks 
of rock. 

A Not* on Definstlorts: The "life zone" is the distance from a sitar 
at whrch the radiation received is optimum for a habitable world. 
Means of determining this distance for any star are described in 
Book 0,  Scouts. For Sol, the distence is  150 million kilometers. If 
Scouts is not available or the star's type is not known, choose an 
arbitrary value for the life zone. 

The three zones defined here are an abstradon. Belts are not 
really divided into zones, wkh composition changing radically from 
one side of a sharp line to  mother. In reality, composition changes 
smoothly and gradually from the inner edge to the outer edge. Also 
note that it is possible for 8 beR, depending on i ts location and 
boundaries, to  bs missing one or more tones; for example, a belt 
could be entirety within the C-zone and have no N-zone or M-zone. 

BELTS AND BELT MfMtMG 
The bekt mining expedition must deal with the realities of asteroid 

composition and dispersion. White there ere a lM of chunks of rock 
in a system's asteroid belt. two facts conspire against the would- 
be bslter. First. those rocks are quickly swaltowed up in the vasmess 
of space. Secondly, an awful lot of the rocks that a beker examines 
are worthless or nearly so. 

Asternids fall Fnto three basic categories, each of which is different 
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in nature and in valua. 
Mst-lmn AstemWx Nickel-iron asteroids ara reasonably dense, 

high-grade swrcas of metal. They are of most value to the rnanufac- 
tunng industry; large ones 110,00(3-1,000,000 tons displacement) 
can be sold to local shipbuilding concerns as estemid starship huffs. 
Nickel-iron asteroids are most common in the N-zone of a system, 
and are generatty considered to be of highest value in most markets. 
Also, nickel-imn asteroids frequently contein deposits of other, more 
valuable dense metals andlor radioactives, which gives them the 
best potential of all asteroidal material to pay off big. 

Carbonaceous Asfawids: The most common of planetoids, these 
stony chunks have the lawest valua of all ssteroids in most 
marketplaces. Carbonaceous rnateriaf has the most value in s y m s  
where space coronies and large stations can make use of the varie- 
ty of useful elements-carbon, hydrogen, oxygen, and so on-that 
can be extracted from them. They have Iitt4e to offer the rnenufac- 
turers, and there is  rarely if ever an out-system market for these 
planetoids. Nonetheless, most belters can at least pick up a little 
money by seAing carbonaceous asteroids to local deep-space 
habitsts, stations, and the like. 

Carbonaceous asteroids are almost never found in the N-zone, 
but make up 90% of slF planetoids discovered in the M-zone and 
the C-zone, a$ well as in the Trajan clusters of a system's gas giams. 

lee C h k s :  Msde up of various frozen volatiles, incfuding 
methane. water, and the like, ice chunks-or "dirty snawballs" as 
they are often called-are a source of hydrogen fuel, and hence wp 
port an entire specialty of "ice miners" who seek them out. In 
systems where gas giants cannot be used for one mason or another, 
w starport or space station may pay reasonably good money for ice 
chunks, though they will never make a belter rich. 

Ice chunks occur anywhere carbonsceorrs astenaids ate found, 
but are most common in the ring systems of gas giants. 

Strictly speaking, none of these three categories of asteroid is 
particularly valuable, and no bslter ever made his fortuna strictly 
from dkscovering and mining any of these. SFnce these types ac- 
count for just about every asteroid to be found. it becomes difficuk 
to see just how a beltsr can hope to make good. 

In point of fact, there am other things to be found. Many asteroids, 
most particutarFy nickel-iron rocks, contain varying amounts of 
valuable minerals-platinum, iridium, and so forth-and, sometimes, 
radfoactives. Occasionally an asteroid wiFl be discovered with an 
unusual configuration that makes it valuable for scientific or wen 
esthetic purposes. And, finally, there are artifacts. Artifacfs take 
in the entim gamut from the flotsam of a week-old wreck to a trove 
left by the Ancients, and vary in vslus accordingly. 

Mora than 99% of alf asteroids wit1 be of minimum value. worth 
just enough t o  let the better eke om a riving. Only by dint of close 
examination, invtlstigation, and hard labor can a helm hope to 
discover something valuable enough to sore a really big pay-off. 

PROSPECWNO 
There am, riteraily, millions of rocks of various sizes within er given 

cubic light second of the average asteroid bk. rt is thus no pro- 
blem to spot planetoids. The problem is to find worthwhile 
discoveries. Tbis takes hours of staring at sensors and scanners, 
waiting for the twitch of a needle or the flash of an indicator light 
to slert the prospector of a potentially valuable find. 

In prospecting, the beker typically sets his ship on an orbit which 
will carry the vessef through e desired segment of the belt. The 
ship's engines are shut down once this arbit is plotted; at constant 
acceleration, the ship would pass through the belt trxl quickly for 
the eomprrters to process the sensor data. The ideal Right plan wilt 
be one that takes the ship through the belt 6t e speed just over that 
of the rocks in that sestion of the belt. (For sll practical purposes, 
the ship would have roughly the orbital perid of the stretch of belt 
in which ~t is operating. 

Then comes the period of scanning, waiting, and hoping. The 
r~ ferea  should establish the chances of finding various worthwhile 

discoveries in a particular section of Ithe bek; each day, rolls ara 
made to deternine tho chances of discovering these interestin9 
finds. 

Up to four rolls can be made per day, one per 6-hour watch. Cdeal- 
ly, a different crewman should be assigned to each watch. An in- 
dividual can take two w8Tches in a one day period, but suffers a 
negative die modifier for all scanner rolls made during that day. Sug- 
gested scanner rolls and DMs aar given on page 12. 

When a roll indicates that the scanner has spotted samething of 
interest, the ref- must then detewnine what it is that has ettracted 
the group's attention. The scanner potential table (page 12)  gives 
the various possibilitias. Note that this only tells the referee and 
the players what is potentially present; the refem secretly deter- 
mines whether or nm there is anything ac?ualfy them to  find. There 
will be many false leads: these can be triggered by scanner malfunc- 
tion, fatigue, computer error, ambiguity in the sensor information, 
or other problems. First the referee determines the type of asteroid 
on which the possible find is  locared by mlling sn the composition 
table. Then he determines whether the resource is  actually present 
by rolling on the resource presence table. Finally, he determines the 
size of both the asteraid and the deposit (if any) by rolling on the 
asteroid sirddaposit extent table. 

If the crew Es sufficiently interested in the potential find, it is 
necessary to take a closer look. The ship must match course and 
speed with the asteroid in question, a t  which point they discover 
the asteroid's size and composition. To determine anything else, 
one or more crew members must leave the shfp to investigate the 
asteroid, take samples back to the ship for analysis, and explore 
interesting portions. 

The process of matching vectors, conducting the investigation, 
and analyzing the results will take a minimum of one watch, during 
which time no scanner rolls can be made. The ssteroid size/deposit 
extent table also indicates the addittonal tfme, in watches, fha! must 
be spent, as a minimum, in investigating a specific asteroid. Addi- 
tional time may be spent to increase the chances of discovering 
something of value. 

For each edditional period of required investigMion time spent 
working around the asteroid, each person involved may roll once 
on 3P. If (and only if) there is something of value to be found, a 
roll of intelligence or lass [with prospecting skill as a negative DM) 
allows the character to  discover it. If there is nothing t o  be found, 
the roll has no effect. Ft is up to the players to  determine how long 
they wish to continue searching an asteroid; continued negative 
results could indicate that there is nothing there, but could also just 
be bad Iuck in searching. 
Passage of 'firns: The basic time Crama of the search process is 

the 6-hour watch. Characters can work for up to two consecutive 
watches, but must then take a t  least one watch for rest. This 
12-hour work, &hour sleep cycle is a grueling one; characters 
following this schedule reduce endurance by 2 for each work cy- 
cle. If endurance reaches 0, the individual cannot continue work- 
ing. Endurance is recovered at a rate of 2 levels per extra 6 hours 
of consecutive rest. 

Time is  tracbd in fils manner for several reesons. Specific in- 
dividuals will be required to  investigate the asteroid, wlrh varying 
chances of success. Secondly, events end encounters may take 
place as time passes; specific individuals may be required to meet 
an emergency. Finally, overalt expedition time must be tracked for 
purposes of fuel and supply consumption. 

Discovedms: Once a discwery i s  actually made. the charactera 
should survey it immediately. This requires another watch to com- 
plete [regardless of the number of people available; additional per- 
sonnel may make the data more precise, but don't reduce the time 
investment significantly). At this point the players are told the ex- 
tent of the deposit (see above], which wit1 enable a calculation of 
value to bbe made later. A claim beacon ie then pianted, establishing 
the planetoid as belon~ing specifically ta the discoverers. Many 
bekers then proceed To mine the deposit to the limit of their ship"s 



hold, to provide proof of their claim, and t o  give them a source of 
immediate money to  finance their next venture. 

Valuable dkscoveries may be worked by the better (see Mining 
below) or sold to  an interested party (see Claims below). 

ENCOUNTERS AND EVENTS 

During the prospecting voyage, d~ngt t r  may arise a t  many dif- 
ferent points. 

One roll is made to determine the possibility of an event or en- 
counter *king place each day while the ship is prospecting. A roll 
is  made each watch while the group is investigating an ssteroid. 
The event roll table gives the roll on 2D for an event to  occur in 
various areas of the bft. 

Once the basic fact of an event is determined, specific tables are 
consulted t o  determine the nature of The situation. Firs, determine 
if the encounter affects the ship or the party outside, by rolling an 
the event location table. Then proceed to  the appropriate event 
Wble. In some cases that table wlFl direct tha referee to athird step, 
possibly a taMe specifically drawn up for the star system. (Ship en- 
cauntws, for instance, rquire consuhation of the starship encounter 
table in the Trawller rules or a similar taMe set up specifically for 
an individual star system, such as the one provided in one of the 
BeltStrike scenario folders.) 

The following are explanations of events occurring on the events 
table on page 12. 

Distrsss Can: The ship picks up a diatrsss signal. Further events 
are up to  referee and players. 

Excess Fuel Uss: fuel use has been higher t ha~ecessa ry ,  due 
to wasteful maneuvering. Subtract 1 D x .001 tons from the ship's 
remaining fuel. 

System Mafhctbn:  One shipboard system fails. This can be 
anything from a minor inconvenience (clogged fuel scoops. a failure 
of some pFece of galley equipment, etc.) to  an imminent disaster 
{failure of shipboard life support). The referee should determine the 
nature of the malfunction, its severity, and the problems of repair. 

Scanner Fslhrrs: The shipboard sensors fail. It takes 20 hours to  
locate the problem; repair is then possible on a throw of 9 + once 
per day, with a DM of + electranic ar jack-of-all-trades skill. Until 
repairs are made, asteroids may not be scanned. 

Ship Encounter: Roll on the ship mcaunter table [either the one 
in the Travellm rules or a table specific to  the system). 

Asteroid Sworm: The ship encounters a dense swarm OF asteroids 
wh~ch proves a hazard to  navigation. See the folder Archeology. 

Anitact: An artifact is discovered on the asteroid being searched 
{regardless of other deposits). The referee determines its nature. 

Lost Chsraeter: A randomly selected character loses visual and 
radio contact with the ship and the re= af the party and becomes 
lost. Events which follow are up to  the referee and players. 

Suft Rupture: A randomly selected character tears his suit. The 
character suffers damage each combat round untii a patch is  ap- 
plied: 10 on the first round, 20 on the second round, and so on. 
The character (or another character) may attempt to  apply a suit 
patch by rolling dexterity or less; one roH is  permined per round. 

Equlpmem Malfuwcth: One piece of equipment malfunctions dur- 
ing use; it could be a communicator, propulsion unlt, life suppofl 
pack. laser dr~ll, etc, exact equipment and consequences of the 
malfunction must be determined by the refem. 

Injury: A randomly selected charecter suffers an accident. RaH 
1 D for severity: on a 1-3, it is minor (roll 10 for wounds); on a 4 
or 5 it is  moderate (roll 2D); on a 6 it is major {roll 3D). In addition, 
if 6 or more points of damage is suffered, s suit rupture also occurs. 

SacDnd Resource: A character stumbles across en unexpected 
resource deposit. The referee immediately establishes its nature (roll 
on the scanner potential table; roll again if the result is dense metals 
or radioactives on en ice asteroid) and extent {subtract 1 D + 2 from 
the asteroid size roll on the asteroid sizeldeposif extent table). 

Quarrel.: (Ignore this result if the expediTion inctudes no MPCs.) 
Boredom and close quarters have taken their toll in relationships 

in the party. A rendomEy selected NPC will quarrel with one or more 
player characters over a comparative trivialfty. All further intarac- 
tion with the character should be conducted using the reaction tabla 
with a DM of - 1 D. This condition Fs ended at the end of the ex- 
pedition, upon discovery of a valuable deposit, or upon an un- 
modified roll of 72 on the reaction table. However, in the interim 
there is a chance that the quarrel could explode into violence. 

Asteroids containin@ valuable deposits may ba mimd, i f  the 
characters prefer not Po sell their claim elsewhere. Mining takes a 
great deal of time and effort, and can be done far moro efficiently 
by a corporate operation than by an independent better. However, 
mining asteroids can be a osefu! source of ready cash, not subject 
to the haggling, delays, and genera! difficulties of selling R ciaim. 

Mining work requires the use of a shipmounted pulse laser for 
heavyduty cutting; each individual mpioyed must be equipped with 
a laser drill {see Equipmemt) or similar mining equipment. These are 
used to  break rocks down ta s manageable size prior to  maneuver- 
ing them into rho cargo section of the waiting ship. 
On an average, given the difficulties of mining in zero-G, one in- 

dividual can load t w o  tons of ore in the course of a watch. Based 
on this rate, the referee cen determine the time to  be taken to load 
s ship to capacity. The occurrence of events and encounters is rolled 
for at the rate of once per watch throughout this period. 

lneidental Mining: Independents who come to the end of a voyage 
without discovering a worthwhile find will usually mine ardinarv 
asteroids for whatever they can get, in order to  at least partially 
defray expedition costs. The playera should announea their intent 
if: they want to  seek out some particular type of asteroid; use the 
chance of discovery table to determine whether or not they locate 
an asteroid of the desired type. One roll is  made on the table each 
watch. If an asteroid is found, the rderee determines i ts size only; 
no resource finds are possible unless the wen t  '"second resource" 
occurs. Small and large planetoids provEde effectively unlimited 
amounts of the material of which they are composed. 

Tfie pl8yers may wish to mine ice chunks to gain extra fuel, This 
requires a search far an ice asteroid, followed by standard mining 
procedures. 

Selling e Cargo: The prices offered for ore and other asteroidal 
material are discussed in the section on claims, later in this booklet. 

Two factors govern the duration of an asteroid mlning expedi- 
tion. The first is supples carried on board: this is covered above, 
in Outfitting the Expedition. 

fuel Is the other factor. Fuel use during a prospecting and min- 
ing expedition is significantly lower than in normal operations, since 
constant acceleration is rarely undertaken. 

The fuel consumption table on page 1 1 shows the raquirements 
of various types of maneuvering in terms of fuel use per hundred 
tons of ship. Basic power is used at at! times, including when 
maneuvering. Every maneuver hatch ing course with an asteroid, 
fw instance) uses at least one hour's fuel at the 1 G me. The refer# 
and/or players should ksap zrack of a ship's fuel supples: the ship 
should not be permitted fa run out of fuel. It is possible to refuel 
by locating ice chunks, skimming gas giants, etc. 

Players will soan learn about fuel conservation, sa they find that 
each check of an ssteroid burns needed fuel and shortens the ex- 
pedition by that much more. 

CLAIMS AND PROFITS 
Fox most belt miners, the expense and difficulty of mining a 

deposit is simply not worth the Investment. Betters most often sell 
their cfaims to  a corporation betrer abbe to afford the costs of long- 
term exploitation. This is an advantage to  the company-claims thus 
acquired tend to  cost less than the market value of the mined ore, 
and there is no need to invest in as much corporate exploratian- 
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but is also ~ r e a t l y  favored by the M e r s ,  who thus can lay their 
hands on immediate, large sums of money without having ta  in- 
vest in mining voyages. 

Sale of a cYaim is done on a simple system of bids. The bekar 
makes an announcement t h a ~  a particular claim is for sale, giving 
full particulars of its cornposjtion and survqted extent. Bids are then 
offered by the various companies doing business in the belt. The 
befters may accept or reject any bid as it i s  made. 

To calculate the amount of a bid, firsf take the par ton vatue of 
the resource (as expressed on the resource value tabla) snd muMply 
it by the surveyed smem of the deposit. If, for example, the deposit 
was radioactives (valued at MCrO. 5 par tan), and the extent of  the 
deposit was ratad as 10,000 tons. the result would be MCr5000 
as a basic valuation of that deposit. 

Now comes the bidding. A bFd consists of a roll on the aetwt value 
table (see the trade and commerce section of tho frave1lsr rules), 
suiTably modified by the use of skills, brokers, and other rnadifiers. 
The resource value table includes modifiers which must be applied 
to  each claim transaction of this kind. 

A bid need not be accepted; the seller can hold out in hopes of 
acquiring a better offer. However, each time a bid is rejected, a DM 
of - 1 i s  applied to future bid die rolls. The DM is cumulative; after 
three bids have been rejected the DM becomes -3. 

Once the sale is made, all claim to  the deposit passes to the buyer. 
It is customen, for the buyer to mnd a survey expedirion out to  veriw 
the claim before paying the purchase price (The money is  placed 
in escrow in the mesntirnel. Surveys take t D weeks; on the con- 
clusion of the survey, a throw of 5 +  on 2D hdicates company 
satisfaction with the deal. I f  this throw Fs not made, the deal does 
not go through. The belter may seak new bids, stoning from scratch 
(no cumulative bid modifiers); however, if the deal did not go 
through, a DM of - 6 is  applied to all future bids. 

Brokats: Brokers function much as they do in the trade and com- 
merce rules, increasing the 'bid die rof! but taking a commission for 
thefr services. 

A broker need not be used. Once he is sought out, however, all 
future bids must make use of the broker. Applicable character skills 
are no longer applied to  ?he bid roll, end a broker cannot be dismissed 
until the claim is sold. Ff a sale falls through, the broker need not 
ba used on attempts at gaining new bids. 

Claim Umltatlons: Claims are not sold to  carbonaceous or ice 
asteroids of any size, or to  most nickel-iron asteroids. A nickel-iron 
asteroid claim can only be sold if the asteroid is in the 
10,000-1,000,000 ton size range, and the local sterport is class 
A or B {capabk of building ships with planetoid hurts). The average 
asteroid is valueless on the claim market; only exceptional deposits 
are particularly worthwhile. 

Sefllng a Lo&: Balters who mine thsir own asteroid finds may 
sat! their cargo on returning from their axpedFtion. The resource value 
table is  used to  calculate the value of the cargo (based on the 
amount mined); the actual value table is then used to determine 
the selling price. Unlike claims, a load is not bid upon; one roll is 
allowed, no more. Brokers and character skills may still come into 
play, afong with the modifiers shown on the resource value table 
[but not those listed on the claim column). Payment is immediate 
and ia not subject to  the possibility of rejection by the purchaser. 

ArNfscts: Artifacts vary enormously in type and value. Because 
of this, only a few general rules can be rn down to deal with the 
discovery or sale of artifacts. 

The term "artifact" takes in all Rnds manufactured by any 
sophont race-it does not automa2icall.y imply the discovery of a 
treasure trove of semi-magical devices left by the Ancients. Indeed, 
odds favor the chance of an artifad being a misplaced betten's tool, 
rather than an archeologicdly significant discovery. 

When an artifact is found, the referee should secratly determine 
its general relative value. Roll 2D; on a 2-5 it is virtually worthless 
for any purpose. On a 6-1 1, it is of moderate value, either as salvage, 
or for use by the discoverer as a source of repair parts, etc. If the 

roll is 12 -k , the artifact truly is something of value. Modifiers can 
be applied as the referee desires, to  reflect local conditions. 

Characters, however, are not always capable of correctly apprais- 
ing an artifact's value. A roll of education or less is necessary to 
correctly assess the value of an item. Fa~lure of the roll allows the 
referee to give a false answer. Thus s piece of worthless flotsam 
might be mistaken for the product of an ancient culture; equally, 
a gadget p~wduced by the Ancients might end up as a paperweight 
on the captain's desk. 

If the artifact is taken to  sn expert for appraisal, its true relative 
worth will be revealed. Establishing an actual cash value, however, 
will not be easy; it is left to  the referee to dsfermine what the at- 
tifact is, who made it, what it does, and how much it is womb. 

Artifacts can range in size from small objects heZd in the palm 
of a hand up to  lost battleships or abandoned bases. To be picked 
up on scanners. the artifact must mass around a ton or more. Again, . 

exact sizes and amounts are up ta the referee {who is encouraged 
not to go overboard). 

Price ranges, as mentioned before, vary enormously. However, 
as a rough estimate, use these guidelines: 

Scrap Metal: Cr t 00 per ton. 
Salvage: 10-60% of original value. 
HistoricaIArtif~crs (up t o  500 years old): varies, but on the order 

of Cr1000 per ton, if in reasonably goad condition. 
Archeological Artifacts (older than 500 years old): varies wide- 

ly. Many institutions cannot afford to  pay very much for such finds. 
Referee call, 

Ancients Artifacts: Enormously valuable. Players may prefer to 
keep them in hopes that they will be useful "gimmicks'". 

Zero Gravity 
Asteroid prospecting and mining is an8 of the few jobs where 

extensive work must be performed in zero-G conditions. In an  age 
of artificial gravity and other high-tech envirmmsnte! manipuIation, 
?ha belter must cope with the same unique conditions which cam- 
plicated the earliest ventures into space. A highly specialized set 
of reactions must be carefully learned in order to accomplish the 
most basic tasks of movement, combat, and other activities under- 
taken in the absence of gravity. 

The Trwalhr rules do not deal with these special circumstances 
t o  any great extent. To incorporate thia aspect of a belter's life, 
the following rules are presented. 

MOVEMENT 
Movement in zemG csn be disorienting. Newton's laws are most 

vividly apparent in the absence of a gravitatianal field, throwing off 
the norma! reactions of a person accustomed t o  the constant 
presence of gravity. 

Movement in zero-G is particularly tticky. It is possible to propel 
oneself in a given direction with a virtually unlimited range being 
achieved with s minimum effort. However, t w o  problems crop up; 
fim, once a character is committed to an action, it is very difficult 
to stop it; second, control can prove diff icdt to  maintain. 

When an individual commits to  movement in zero-G, that rnove- 
ment will continue until the character can apply an equal, opposite 
thrust to  coumeract it. This means that a character without a pro- 
pulsion system or a tether line must continue a jump umil it is  possi- 
ble to  grab a passing hsndhold or use an obstacle to stop the move- 
ment. th is  is one of the factors whfch make zero-G operations most 
dangerous. A propulsion unIt which runs out of fuel before the 
character has completed en attempt to  cancel out movement can 
lead Ze disaster. 

Controt over movements is another important consideration. A 
mis-timed or misapplied jump can cause a character to miss a target 
by a considerable distance, especially when the targewis a t  long 
range. 

f a  simulate them factors, follow these procedures for movement. 



Belter's Handbook Page 7 

Each time a character 8ttemptS to  move in zero-G conditions, 
determine all the applicable factors in the movement from the zero-G 
activities chart. f o stay in control of the movement, the character 
needs to  make a saving throw of 10 + , applying all the modifiers 
shown on the chart. 

This throw must be made for each change in vector made by the 
character. Thus, for a simple move from one point to another, the 
character rolls first to  stay in control of the initial mows. He must 
roll a second time to check the motion at his destination. 

If the character loses control (fails the die roll af 10 + ), he will 
miss the target. This wig1 require that the first move be checked, 
and a second attempt successfully msde in order to  reach the target. 
Inexperienced or unlucky characters can rapidly end up in enormous 
difficulty. 

Orfentation: The zero-G activities chart uses "forward." 
"sfdeways." and "backward" as designations. In space, this 
doesn't really apply; the usage refers strictly to the character's orien- 
tation and movement. A forward rnation is made in the direction 
the character is currently facrng. A backward motion is the opposite 
of thls. Sideways is any other direction. This usually comes into 
effect only in situations where the character is reacting to  danger; 
under ordinary circumstances there is time to  achleve the forward 
orientation. 

Speed: Speeds are given in range bands. according to the stand- 
ard T d k  rules. The speed chosen will be the character's con- 
stant speed until a changs in vector occurs. It is possible to build 
up a greaz speed using a propuision unit; afl this speed must be 
checked before the character can corns a stop. The concepts of 
vector movement from the starship combat rules can be applied 
to zero-G character movement i f  desired. though in general there 
is no need to go into that much detail. 

Magnetic Grips: Characters working on a starship hull or interior 
in ~ero-G can wear magnetic boot and glove attachments which 
grip the metal surface. While using grips, the chance of losing con- 
trol is greatly reduced, but the character is limited to speed 1, and 
cannot move faster without cutting the grips. 

Encumbrance: Characters not wearing vacc suits and not en- 
cumbered by excessive loads can gain an advantage in control. Cer- 
tain high-tech vacc suit types also avoid the encumbrance problem. 

Movement in Three Dimensions: For reasons of simplicity, move- 
ment in a 3-D setting has not been addressed in these rules. The 
referee who truly desires the extra realism (and is willing Po accept 
the complication) can easily use two pieces of graph paper and a 
tittle ingenuity to  plot 3-D vector movement. but to  do so is to  lose 
the essential role-playing aspect of the situation. It is better, by and 
large, to focus on the events as charamers perceive them, rather 
than concentrating on tho mechanics of vectors and 3-13 
retationships. 

Regainfng Control: Once a character has b s t  control of move- 
ment, control must be regained before attempts can be made to  
correct the error. One attempt to regafn control is permitted per com- 
bat round; roll 10+ (with all applicable modifiers) to do this. Until 
control is regained, the character cannot change vector, fire a 
weapon, or perform other tasks. 

The zero-G activities chart shows the modifiers applied to the 
basic chance of maintaining control. The 10 + throw must be made 
each combat round, after the character undeflakes combat ac- 
tivities. If the character fails the throw, control must be regained 
before further activities may be undertaken. 

OTHER ACTIVITIES 
The general category of "other activiiiies" takes in the entire range 

of work performance in zero-G cmdions-prospecting, mining, car- 
rying out external repairs, etc. In any case where characters are 
working outside, the referee should require rolls to  maintain con- 
trol as the characters carry out their activities. Generally, one roll 

is made per activity attempted, though the referee may decide to  
check ance per combat round for long-term or complicated tasks. 

The basic 10-k roll must be made to  avoid losing control, with 
the modifiers shown. Activities are usually considered "two- 
handed"; in order t a  use a handhold or take advanzag* of tha one- 
handed actions modifier, the character must have an assistant or 
throw dexteriq OF less. A charticter using a handhold loses the ad- 
vantage of the "onehanded action'" modifier, and takes the less 
advanrageous two-handed modifier instead. Violent motion is judged 
by the referee, based on the job being undsfleken. Using a rock 
hammer to take a sample is violent motion: using a screwdrivar on 
an access plate is not. Each situation will be unique. and will be 
a referee judgment call. 

Low Gravity 
Belters can also encounter low gravity conditions, on the surface 

of large asteroids they are investigating a? in areas of inhabited 
asteroids which are without artificial gravlty. Let's consider the ef- 
fects of low surface gravity, using as an example Koenig's Rock, 
an inhabited asteroid in the Bowman Belt. 

FALLING, JUMPING, AND 1 HROWlNG 

The Rock has a surface gravity of -03 G's: thus an object waigha 
.03 times as much on the Rock as on Earth, and after falling for 
a given time it will be travelfing .03 times as fast as on Earth. 

Consider another question: after falling a given distance. how 
much slower is an object moving on the Rock than on Earth? The 
first impulse is t a  say it's moving .03 times as f a t .  But notice: 
although the object is being pufld by a weaker force. the force has 
more Time to act, since the oblect is falling more slowly and Is in 
the air Tor a longer time. The correct answer is that it is moving 
the square root of -03 times. or .I  73 times, as fast. 

Since surface gravity and its square root are used often in the 
calculations &low, let's express them algebraicfy for short; call sut- 
face gravity G and its square rOM sqfG\; thus for the Rock, G= .03 
and sq(G1= ,173. 

We can turn the number derived above upside down to get 
another important value. To reach a given velocity, sn object has 
ta fall from a greater height on the Rock than on Earth; this is given 
by the distance on Earth divided by sqIGF. which is the same as 
multiplying by 1 /sq(G):  on the Rock, 1 Ssq(Gl= 5.77. 

How far can you fall without hurting yourself? This depends on 
the velocity with which you hit the ground, so a fall of a given 
distance on Earth is the same as a fal l  of 5.77 times that distance 
on the Rock. On Earth, a 1 -meter fall is comfortable and a 3-meter 
fall can be survived without injury if you know how to  roll; on the 
Rock, these change to 5.77 and 17.3 meters. If you fall from more 
than 17.3 meters on the Rock, you'll probably break a tea. 

How high can you threw something? This also depends on 
tlsq4G); If you can throw something 10 meters up on Earth, you 
can throw it 57.7 meters up on the Rock. 

How high can you jump? Jumping is similar to throwing [you're 
throwing your body) but there are complications. The important 
question in jumping is how much a  person"^ center of graviw can 
be raised. Jumping on Earth, the average p e r m  can raise his center 
of gravity by about such as dearing obstacles ar touching the ceii- 
ing, first consider how much the person" center of gravity woutd 
be raised on Earth, divide by sqlG1, and then add other factors 
without modification. For example, considerthe high jump. The cur- 
rent world's record is approximately 2.3 meters. Let's suppase that 
the average person's center of gravity is I .2 meters from the ground 
and tha? a jumping atHete can raise it by .8 meters, up to  2 meters. 
The other .3 meters is made up by flipping the body so that the 
part going ever the bsr m any given time is above the M y ' s  center 
of gravity. To flnd the high jump record on the Rock, dlvide the 
height jumped t.8 meten) by sq(G). giving 4.6 meters; then add 
1.2 meters loriginaE height of the center of gmvlty) and .3 rnaters 
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(increase for the flip), for a total of 8.1 meters. 
When you jump, how long do you spend in the air7 Since you 

both jump higher and fall slower, the answer depends on 
s q G )  x sqtG1, or G. Sa for a given initial push Ethe velociw given 
to you by your legs before you Ieave the ground, which doesn't 
depend on gravity), the time it takes to return to the grwnd is 1/16 
or 33 times as Fong on the Rock as on Earth, 

How &out horizontal throwing and broad jumps7 These depend 
on the time an object spends in the air, so you can throw and jump 
33 times as far on the Rock as on Earth. If you can throw a football 
50 meters on Earth, the distance you can throw it on the Rock is 
1650 meters1 The world's running broad jump record is about 8.8 
meters; on the Rock it would be 290 meters. 

To conclude and summarize: multiply by G to find the velocity 
after a given time of fall; divIde by G to find the distance or length 
of rime of a jump or throw with a given push: multiply by sqlGl 
to find the diHencs farlen in a given tfme or the velocrt-y after fall- 
ing a given distance; and divide by sqIG) to find the time to faII s 
given distance or the distance to fall ta reach a given velocity (which 
determines the height of a jump or throw and the dlstance which 
may be dropped safely). 

TRACTION 
Another thing which depends on gravity is  traction. Traction is 

the friction which keeps you from slipping on a surface, which 
depends in pan on The forca which is pressing y w  against the sur- 
face; 'thet force is gravity. Flow surfaces (and shoes! on the Rock 
are roughened in partial cornpens~~on for this, but it's stitl more 
difficult to start moving, stop moving, or change direction while 
moving on the Rock than on Earth. A v i s h  may f~nd himsew bump 
ing into walls when rounding corners and would be well advised 
to make use of the handrails placed at strategic locations throughout 
the Rock. 

Ships 
Almost any type of ship can m(4 used far asteroid mining wark, 

though naturalty, some are more usefut than others. This section 
deals with a few thaa may b encountered whm using this module. 

W E  SEEKER 
Seekers can be found in many frontier systems, especially those 

with low technology levels and low populdon. TRey frequent airless 
worlds and asteroid behs, but may also be encountered diligently 
seeking out profits on normal worlds. The ship may be received as: 
a benefit by beltera mustering out. 

h k w  (Type dl: Using a surptus scoutlcourier as 8 gtarting point, 
the seeker is converted ro a prospecting and mining ship for a small 
crew. Two of the four staterooms sm removed, and the remaining 
two are converted to four half-sized statwooms Iprlmsrily to pro- 
vide privacy for each of the potential crew of four). The craw con- 
sists of a pilot and up to three others, but can ba operated by a 
single person. The ship carries its originat jump drive-A, maneuver 
drive-A, and power plant-A, whtch makes it thmmicatly capable 
sf jump-2 and 2-G aecelerstlon. The bridge retains the 
scouttcourier's Modelll bis computer (and software package! and 
one ton of fire control for its single hardpdnt. The duel turret is fit- 
ted with a single pulse haler for use ss a mining cutter. The airlraft 
is traded in on a prosmcting buggy; this is  a four-ton grav-powered 
vehicle with a pressurFzed cabin and provision for four people. The 
ship's three-ton csqo cornpaFtment is rete~ained, and the hull retains 
its streamlining. Two ore beys {ten tons each) are formed from fuel 
tankage, hull space. and instrumentation; fud capacity ia reduced 
to thirty tons. Dismountable fuel tanks can be used in the one bay 
to increase the fuel capacity back to forty tns ,  at the cast of ten 
tons of ore bay capacity. With normal tankage, the ship can make 
jump7 ; with the dismountable tanks filled, jump2 can be achieved, 

Bass price for the surplus scoutEcowrisr is  MCrl7; conversion 

costs for the seeker amount to MCr7.59, which include applicable 
architect's fees. 

PeeuBartiles: All smkwa of the lyper described here are produced 
from surplus scoutlcouriers. As a result, the dependability of the 
ship is not of the highest level. The hull and drives are at Feast forty 
years old, and may be far older. Any ship of this type would do well 
to have a highly skilled crew capable of repairs and mafntenance 
with a minimum of outside support. 

Variants: In practice, seekers are modified by their crews almost 
from The start. Such variations are minor, and consist of moving 
partitions or walls about. Other additions which are common in- 
clude exterior sling points for carrying leads, Strong exterior land- 
ing lights [to illuminate mining sites in shadow), and an electrified 
outer hull to ward off animals en some worlds. 

Seekers are also known to be in the small package trade (a 
euphemism for smuggling). Using their dismountable fuel tankage 
for gre8tBSt range, the ships sarry ten tons of imponant (and iltegall 
goods such as drugs, information, or weapons. 

Corporations or wealthy independants can ~ometimss afford to 
operate mining platforms, which substantislly increase mining pro- 
ductivity. Mining platforms are huge, 5,000-ton non-starships 
designed to actually "land" on large asteroids and begin intenslve 
mtning operations. The superior efficiency of the platform enables 
a fully-manned vessel to process an average of 200 tons of ore pen 
watch. Ore, once processed, is funneled through s mass driver 
which kicks the material in small loads into a free flight path to n 
specific location elsewhere in the system, there to be collected for 
transshipment outsystem. 

The mining platform is designed for prolonged independent opera- 
tions, carrying fuel and supplies far a year's voyage. The ship csr- 
ties several small craft, and has hangar spsca and extra quarters 
to accommodate 10 seeker-class prospecting ships. These specie! 
features make the pla?form a versatile ship; they are often used for 
purposes other than mining, serving well as semi-permanent 
research stations, survey ships, and the like. 

Mining Platform nype US): using a 5000-ton h i l l ,  the mining pla2- 
form is a non-starship intended for resource exploitation operations. 
It has no jump drive, but mou# maneuver drive-W and power plant- 
W, giving a performance of I -G acceleration. Fuel tankage of 1 700 
tons supports prolonged independent operations by the ship and 
its support vessels and vehicles. Adjacem 10 the bridge is a com- 
puter ModeVS. There are 175 staterooms and no low berths. The 
ship has 50 hardpofnts, and mounts 50 single turrets fitred with 
pulse lasers used for mining.; 50. tons are allocated for fire control. 
There are fourteen ship's vehicles: one shuttle, one launch, two 
pinnaces. and ten prospecting buggies. Up to ten 100-ton seekers 
can also be accommodated on board. Cargo capacity is 30 tons, 
A 25-ton ma&$ driver system and a 40&ton processing bsy are also 
installed. The hull is unstreamlined. 

The mining platform requires a crew of seven far interplanetsry 
travel (pilot, navigator, three engineers, twa medics): it &so car- 
ries Pen administrrrt.ive and management personnel, end 132 
workers, technicians. bo& crewmen. and others. Quarters for I75 
are provided, alfowing 36 psssangers (crawmen from the seekers, 
company officials, etc,). The ship does not engage in commereial 
psssengar service. The mining platform oosts MCr1330.7 [including 
the 1 % naval architect's fee, but not including costs for ten seekers, 
which are optional) and takes 36 months to build. 

Mining platforms are transported from one system to  another in 
bulk carriers. Once they arrive in a system, they usually remain there 
for the resr of their useful service life, and are eventually sold to 
interested parties or broken up for npers8 and scrap. 

Equipment - - 

This section of the module should be available to the playem. as 



Belter's Handbook 

it covers equipmem end other items of intarest to characters em- 
barking upan a mining expedition. All items are available in the 
Bowmen system; equipment of tech level 9 or less is priced at 25% 
over the prlce listed here (which is the basic cost$; tach 10 or higher 
equipment may run even higher. 

Tawr Drill: A heavy-duty, semi-portable laser used for mining, 
the laser drill is a tripod-mounted projector much more powelrful 
than the laser tifls. It is also more cumbersome and far leas accurate, 
being intended for work at short ranges. A power pack-not inter- 
changeable with those used for lighter laser weapons-can be 
hooked to  the drill, providing about 1 hour of intermittent use (or 
the equivalent of 200 shots in combat); a cable can also be run ta 
the power source of a ship, vehicle, or prospector's buggy which 
provides unlimited power a t  the cost of mobility. 

Length: 1500 mrn. We~ght of drill: tO,QOD grams. Weight of 
tripod: 7000 grams. Weight of power pack: 8000 grams. Base price: 
Cr7500. (Extra powar packs: Cr3000; extra tripods: Cr250.j Cost 
of recharge at commercial rates: Cr500. Tech Aevsl 9. 

Ore Sampler: A computer analysis device which determines the 
grade and quality of ore from a deposit. Several separate samples 
are run through the unit's test sequence, yielding an average pic- 
ture of the value of the ore discovered. The device is essential to 
the process of prospecting; they are generally mounted on test 
benches aboard ship, though they rnav also be carried in vehicles 
on rigged in temporary ground sites. 

Weight: 25 kg. Tech level: 8. Price: Cr3000. 
Beacon: A transmitter which broadcasts a coded signat identiliy- 

ing a claim. Weight: t kg. Price: Cr4000. Tech Ibet: 8. 
Swt Wchss: Small 11 0 cm squsrnl sections of airtight fabric with 

vacuum-resistant adhesive on one sida. used for temporary, on.the- 
spot repair of vacc suit hales. To use, the backing is  peeled off and 
the patch is slapped firmly over the hole. The patch lasts for only 
a few hours af normal use, lass i f  over an area which commonly 
flexes [a knee joint, for example). Price: Cr2 for a package of 5. 
Tech level: 7. 

'Magnetic Gripa: A set of permanent magnets which may be at- 
tached to the gloves and boots of a vacc suit, allowing the wearer 
ta cling to a metat surface, such as a starship hull, under zero-G 
conditions. Grips may be instaled or removed in a few minutes. 
Price: Cr20. Tech levei: 5. 

-a m: A four tm, prerirurlzed, grav-pawered vehicle 
used for pr~specting work. OR planets with a signiffcant gravity, 
the buggy performs much &a an airlraft; airlraft or grav vehicle skill 
is needed for effective operation. In zero-G situations, ship's boat 
or rero.G environment skill is used instsod. The buggy can carry 
four passengers or, with removal of the two rear seats, t w o  
passengers plus two tons of cargo. 

Weight: 4,000 kg. Ptics: Cr750,M)o. Tech level: 8. 
Hand Propulsion hi t :  A handheld, law-power jet used for steer- 

ing and maneuvering in space. The jet carries air under pressure; 
it is capable of providing 20 charges of acceleration (of 1 bandhound 
each) before a recharge is necessary. Weight: 2 kg. Price: Cr1000. 
Recharge: Cr 15. Tech level: 7. 

Backpack Plopulaian Unit: A backpack propulsion jet which is 
sirnitat In nature to the handheld unit, but provides up to '100 charges 
of acceleration before recharge. Weight: 5 kg. Price: Cr3000. 
Recharge: Cr25. Tech level: 9. 

Snub Pistol: The snub pistot is a low velocity revolver designed 
for use on shipboard and in zero4 environments. It fires 10 mm, 
7 gram bullets at velocities of 1 QO to 150 meters per second. No 
magazine is used, sTx individual cartridges being inserted into the 
revolver separately. Reloading takes one combat round, TWO rounds 
if the character is  wading. Standard rounds include a tranquilizer 
round, gas round, high explosive round, and a high explosive shaped 
charge round to defeat personal armor. The snub pistol is  a srand- 
ard shipboard security weapon generally loaded with five rran- 
qulizers and one gas round. 

Length: 100 mm. Weight, unloaded: 250 grams (weight of six 
cartridges, regardless of type, is 30 grams). Base prlce: C r l N  {SIX 
cartridges, regardless of type, cost Cr701. Tech Isvsl: 8. 

Accelerator Rifle: Designed speci f id ly for zero-G combat, the 
accelerator rifle fires a 6 mm, 5 gram bullet at an initial muzzle v e k i -  
t y  of 100 to 1 50 meters per second, which, upon leaving the bar- 
rel, is accelerated by a secondary propellant to velocities of 700 
to 800 meters per second. A fifteen round magazine is inserted in 
the weapon: relosding takes one combat round. 

Length: 800 mm. Weight, unloaded: 2500 grams {loaded 
magazine weighs 500 gramsf. Base Price: Cr9OO (loaded magazine 
costs Cr251. Tech level: 9. 
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Belter Character Generation Tables 

The advanced education table may be used only if the character's ducation is 8 + . 
Roll for two skills in each term of service. Fn addition. biters receive the following skllls automaticaily: 

First term: Yacc Suit-1 ; Third term: Zero4 Environment-1 

Rior Sewice Table 

Mustering Out Tables 

Individuals with prospecting skill add a DM of + 1 on 
the cash h b b .  

Reenlist B + Entisment 8 + 
D M o f  + I i f D e x t 9 +  
DM of + 2 i f  Intel 8 +  

Survival 9 c 
DMof +lperterm 
(including the first) 
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Fue! Consum~tion Table 
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Resource Value Tabb 

Maneuver per Hour - 
Basic power 0 

f G Acceleration .002 
2G Acceleration .004 
3G Accekeration ,006 

4G Acceleration ,008 
5G Acceleration -01 
6G Acceleration . O f  2 

Zero-G Activities Chart 
Basic throw to maintain control: I Q + 
Made once per action or combat round, as applicable. 

In battle dress 

Dexteritv of 9 + 

/ Dexterity of 1 1 + 
Zero-G environment (or combat) skill + 4llevel 

Other Actions: 
One-handed actions 
f wo-handed ections 
Violent notion 

'Use of a handhold reduces dexterity for the purposes 
of weapon accuracy by four. 

TYPE 

Crystals 
Dense metals 
Radioactives 

Artifacts 
Carbonaceous 

material 
Nickel-Iron rock 

Ice 
Nickel-Iron 

planetoids 

varies I varies I I 

Sale DMs are applied to the roll on the ectual value table when selling a cargo and 
depend on the nature af the world on which the cargo is sold. Claim DMs are applied 
to the roll when determining bids for a claim. Abbreviations: NA - Non-agricuttural; 
I = Industrial; R = Rich; NI = Nowindustrial; SS = Space station or space colony; 
W = System with water available; GG= System with gas giant present; 
SB=Shipbuilding (class A or B1 starport in system. 
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h n m r  Roll 
I I 

DMs to 8cwrner RON: 
Scanner operator on double shift ........... - 2 
Ship is under accelerntion ..................... - 2 

.. Scanner operator has prospecting skilf.. + 'I 
Scanner aperator has intelligence 8 c ..... c 1 
In Trojan cluster ............................... ..+ I 
In current producing area ...................... + 1 
In ring system ..................................... - 1 

Scanner Potentkl Tabk 
I Location I 

Rings - 

C o m p b  Table 
I I 

R s w m  Presence Tabk 

Cross-index resource t y p ~  from scanner potential table 
with asteroid composition from composition table. Result 
is roll on 2D for resource to be actually pmsent. 

Asteroid Sfwlhposit Extent Table 

T 000 
10,000 
100,000 
1,000,000 
Srnali planetoid 
Small planetoid 
Small planetoid 
Large planetoid 
Large planetoid 

Roll 2 0  for astwoid size; roll 1 D and 
subtract fils from the sire rot! to deter- 
mine the extent of the deposit. On the 
extent rolt, a resuk of less than 1 equals 
1 and a resurt of greater than 7 equaEs 7 .  
Site and extent results are a msximum 

value; the actual value may be any 
number greater than the next smaller 
result. For example. on e result of 6, the 
sirelextent +r any number of the 
referee's choice from 10.000 to 
100,0(30. 

Small planetoids have a radius up ta 
1 km. Large planetoids h m  a radlus up 
to 10 km. 

Time is the number of watches to 
investfgate the asteroid. 

Ran ts Find a Deposit 
In.tefligence or less 13D; roll once per period of investigation.) 
DM: - 1 per lave1 of prospecting skil. 

Event Roll Table E m €  Location Table 

r Roll I ~ocstion I 
N-Zone I 2-5 In ship I :: I M-2 one 8-1 2 Outside 

C-Zone Use only while I n  aftterold is being 
investigated. 

Trojans 
Rings 

Roll once par day while ship is 
scanning, once per watch while 
investigating en memid. 

E v e m  fable 
1 i 

1 2 1 Distress call I Artifact 1 
f 3 1 ~xcess  fuel use I Lost character I 

4 1 System malfunction 1 suit rupture 
5 1 Scanner failure 1 Equipment malfunction 

1 6 1 Ship encounter I Equipmen? malfunction I 

10 1 System malfunction I Suit rupture 

1 1 1 Excess fuel use 1 Lost character 

7 

8 
9 

12 1 Asteroid swarm I Second resource I 

Cluanel 

Ship encounter 
Scanner failure 

Ouarrel 

Injury 
Injury 
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Introduction 
It is trade which binds together the f 1,000 worlds of the Third 

hperium-trade makmtained by the largest of f i e  Imperial megacor- 
porations end the smallest of independent free traders alike. Trade 
routes lFnk the worlds within the Imperial bonders to one mother, 
and emend outward, across nha frontiers, allowing goods, services, 
people and ideas to move from world to world. 

Just outside the Imperium, in the disorganinsd frontier region 
designated as Distric? 268 on Imperial charts, lies the Bowman 
system. Devoid of habitable planets. the system Is primarily of in- 
terest because of an ssteroid belt and other areas of asteroidal 
material present. which have attracted miners of all kinds. Trade, 
forthese lonely miners, represents an infrequent and welcome cow 
tea with civilization, a chance to acquire a few luxuries. and a break 
in the seemingly unending monotony of belter life. 

The Red Ink Trading Company w8S typicat of coumlsss trade ven- 
tures found throughout space: a privatety held compsny owned by 
s small band of ~ndividuals. with a singte, antiquated ship held 
together with spit and determination. But no matter how close to 
the edge of bankruptcy thay teetered, this group of merchant- 
adventurers kept up their shaky venture, journeying from world to 
world, carrying cargo and passengers and occasionalfy taking odd 
jobs to keep body and soul together. 

A consignment af carga for the Bowmen Belt brought them into 
the desarate star system. Now this band of adventurers has the 
chance to explore the wars and means of turning a profit before 
thay journey on. 

f HE TRAVELLER BOXED MODULE 
The adventures posdble wkth T h d l e r  are virtual'ly infinite. This 

modula contains only a few of them. Most T ~ ~ f l e r  adventurea are 
contained in single booklets; the addition af a box allows greater 
flexibilii of components. This module includes maps for the players 
to refer to, separate scenarios for the referee to administer, and 
character cards to make playing the game a Iittle easier. 

More than components, however, this module presents a basic 
thes~s which should provide value far beyond the meral  scenarios 
that are included. In a role-playing game which covers the entire 
universe, it is  sometimes possible to forget that any star system 
can amily provide the setting for more than one adventure. Mo world 
is just an ice-world, or a swarnp-world, or s rain-world; all possess 
a great diversity of environments (think of Earth!) and can support 
many differern adventures and scenarios, wen when the "world" 
is, as in this modufe. an asteroid belt with little apparent variety. 

Once rhe adventures in this module have been mn, there rernaina 
the basic marerlal which describes the Bowman Belt, making rt a 
three-dimensional locale in the minds of the players and the referee. 
Bowman is the potential site for many different situations. In addi- 
tion, the material herein describing asteroid mining can be applied 
to adventuring in many other hf te  in other star systems of the 
Tmiier universe. 

Usability: BeIrStrike requires s lhvafler rules si% in order to be 
played. There are several kinds. and any one wilt do. 

This module is  designed as a companion to Starter Tnrvetlsr, and 
is specifically oriented to the information, rules, concepts and 
background presented in St- h l l e r .  It i8 consistent, however, 
with all T m l l e r  mles sets, and can be used in conjunction with 
any of the sets, including The Traveller Book, Basic Tmwller, and 
O6fux8 Traveller. 

Compatlbillty: The Bowman system, in which BeltStrike takas 

place, is located in a q i s n  of sp8ce called the Spinward Marches, 
where many other Tratwtlw adventures have elso h n  located. Any 
T r d l w  materials which deal with the Spinward Marches are com- 
patible with this module. 

If this module is to be used with an existing l)avellet campaign 
which is not set in the Spinward Marches, it is possible za use it 
with only slight modification. The essential details are only that 
Bowman be placed at the edge of a large, long-established in- 
terstellar empire. The details can easily be convened as the-y oc- 
cur. And, of course, the baslc information provided on bskers and 
their work wit! be usable in almost any ssteroid belt setting. 
regardless of locatton. 

CoimnEs: This module hss  the Forlowing components: 
Bowman System Refwenee Book: Materials concerning the 

history, physical details, society, and commerce of Rowman are 
presented as basic information for the r a f e m  and the players. This 
booklet includes all of the information that a native of the Belt would 
normally know. While usable as s player reference manual, it is nor- 
mally held by the referee, and occasionafly shown to the plsyers 
when its info~mation i s  called far. 

Befter's Handbook: lnformat!on connected with techniques and 
concerns of asteroid prospecting and mining operations are 
presented in this booklet. It is  primarily intended for the use of the 
referee, though it may be used on occasion for player reference 
where the playeras background or experience makes consultation 
of the material reasonable. 

Refwee's Scenario Sheets: Four four-page sheets present bask 
scenario information for the referee, These sheets are generally not 
seen by the players, although t h ~  front page of each contains 
materials which are ta be read by the players when a scenario 
begins. 

KoenM's Rock Map: This map shows a typicel asteroid settle- 
ment encountered in the module's scenarios. It may also be used 
as a generef example of its type. adaptable te a variety of situations. 

Character Cads: In the interests of speeding up preparation, and 
in order to  provide characters which meet the needs of the basic 
story line of this module, twelve character cards are included. Each 
card describes one pre-generated character's attributes and 
characteristics, The referee's instructions detail how to use the 
cards. 

msrc FACTS 
The following basic facts ere assumed to 4e in force in this 

module: 
The Irnpeflurn: The Third Irnpedum, established over eleven hun- 

dred years ago, is a human-dominated interstwl!ar empire over 700 
parsecs across, The lmpetium is a major farce for stability within 
and along its borders, although its sheer size makes communiea- 
tions slow and any sort of coordination betwean the cepital and 
the fringes is difficult et best. 

Ths Spinward Marches: At the very edge of the rrnperium is a 
frontier sector only partly within it. Taking its name because it i s  
on the extreme spinward (toward the direction of galactic spin) 
border of the Imperium, the Spinward Marches sector has until venf 
recently been the site of a war between the Irnperiurn and several 
adverssrles, including the Zhodani Consulate and the Sword Woslds 
Confederation. 

District 268: Just beyond tha border of the lrnperiurn is % subsec- 
tor containing 32 worlds. Enjoying s form of territorial status in 
which the lmperium administers the region even though it is not 
formally part of the empire, District 268 is  composed primarily of 
underdeveloped worlds and planets settled by humans from the 

Beltstrike. Copyright 1984 by Game Designers' Workshop, Inc., P.O. Box 1646, Bloernington. Illinois 61 702-1 646. All rights re- 
served. Printed in U.S.A, BeltStrike is Etn adventure module designed for use with Travebr, the science fiction role-playing game. Trawlkr 
is a registered trademark of G a m ~  Designers' Workshop, Fnc. No part of this module may be reproduced in any form or by any means 
without permission Cn writing from the publisher. 

Beltstrike was designed by S. Andrew Ksifh and developed by John Harshmsn. Box illustration by Oevid R. Osltrick. 
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Imperium, the Sword Worlds, and the Darrian Confederation. 
Bowman: A system notable prirnsrity for its ammid  belt and other 

concentrations of planetoids, Bowman is a lawless frontier system 
wifh only sparse pockets of habitation, plus a small but active 
population of itinerant independent belt miners, corporate mine 
workers, and others of the belter profession. 

Severa! very sme!Z settlements do exist, mostly sites which cater 
to  the needs of the mining population for resupply, recreation, and 
contact with the rest of the universe. Because of its absence af 
government and law, Bowman can be a dangerous stopover for the 
unwary traveifer. 

TIMEKEEPING 
In any Tksvetlsc activities, there is a need to  keep track of zhe 

passage of time. 
Clocks: Timekeeping in the trnperium (and in the Bowman system) 

is based on the standard day, composed of 24 standard hours. Clocks 
and watches count time using Handed hours, minutes, and m d s  

The Imperial Calendar: Because of the differences between day 
tengrhs and year lengths on various worlds. a standard calendar has 
been adopted by the Imperium. It is in common use on many human- 
settted systems (such as Bowman) adjacent t o  the Imperial fron- 
tier. The starting point for the calendar is the year zero-the year 
in which the lrnperium was founded. The current year is If10 (one 
thousand, one hundred and ten years $her the lmperium began). 
the lmperial year consists of 365 standard %-hour days. Days 

w i t h  the year are numbered consecutively from 1. The first day 
of the current year is 001-7110; the last d m  of the year will be 
365-1110. The calendar divides the year imo 52 smn-day weeks 
beginning with day 2 (day 1 i s  a holiday not contained within any 
week). 

Local 'I"imeketrping: The artificial emrironmem of the Bowman 
belt settlements have no need to record time i n  relationship to any 
of the rather abstract concepts of planetary evolution or rotation 
which govern timekeeping on most wotlds. Navigational data con- 
tains information on the orbital period of individual bodies, where 
necessav, but this information is of little use In day-today Rfa 

REFEREE'S MOTES 
This module is intended to  be as complete as possible, The 

materials in it supplement the basic Tkdkw rules, and no other rules 
or material ere necessary in order for the scenarios t o  be played. 

Other DestaMe Matsrfals: The entire line of W a v d b  products 
elaborates and expands on the universe of the future. Maw of these 
products specifically deal with situMions in the Spinward Marches. 
Especialb useful Items include: 

Supptement 3, The Spinward Marches: Maps and details the six- 
teen subsectors (including District 2681 which form the Marches. 

Adventure I f ,  Murder on Arcturus St8ti01?: An adventure which 
takes place in an asteroid belt much like Bowman. 

Boxed Module f, Tarsus: A complete description of another world 
in District 268, including a number of adventure situations. 
Game 2, Snapshot: Contains rules and material suitable for resolv- 

ing combat aboard small starships. such as the two ships described 
in this module. 

When one of the optional rules sets is used with this module, the 
details of the scenarios and of the background rnw be changed to 
reflect the equipment and rules from those sets. 

Adrnhlstsring Module: Ultimately it falls on the Trarelter 
referee to ensure that an adventure is exciting and enjoyable for 
the playera. To achieve these results. ha or she must work with 
the playsrs without actually making their decis~ons for them. There 
are three tips that can help the referee do thls. 

First, guide the pkaysrs in the direction they should go. Rather 
than tell them that they are to  do a specific mission, allow them 
to discover that a mission exists, and then to  set about ac- 
complishing it themselves. 

Second, let the players follow their own instincts, even if they 

are wrong. When players think that a lightning-fast raid with guns 
blazing is the answer, they should be allowed to  try it. But that 
doesn't mean that they will succeed, and the referee can then show 
them that there are guards present. and sensors that will detect 
the party. If they still insist, the players may encounter a force suf- 
ficient to  stop or awes tor even kilt) them. Perhaps the prison tams 
they serve will bring them closer t o  their ultimate goal, it only years 
later. 

Third, be p r e p a d  do elaborate on what happens. If the rules make 
no provision for an overland trek affer the airfradt breaka down, it 
falls on the referee to administer the activity, The ability to  deal 
wrth the unexpected is an attribute of every good referee, and one 
to  be cultivated. 

Whet to Show ths Plnycrm: Some of the information in this module 
must be treated as secret or Ft will give away the details of the 
scenarios. 

This reference booklet contains basic information about Bowman. 
I t  can be shown to the players whenever necessary to  impart 
background details. It is  especially familiar t o  natives or long-time 
residents of the system. h some instances, the referee may decide 
that there is a chance of the individual's having forgotten or 
overlooked some piece of information. In such a case, a throw 
should be made to give the chsmcter the opportunity of remember- 
ing the data in question. Throw the player-character's education 
Ior less); if the throw is net  made, then the data is unavailable. If 
the throw is successful, then the referee should remind the player 
of the dsta and point out the appropriate reference. The same pro- 
cedure applies to  knowledge of specific facets of belt mining, and 
references in the belter8s handbook. In  the latter case, characters 
with b i t e r  backgrounds should add the number of terms sewed 
as a belter ta their education before throwing to  determine recall 
of information. 

The map is available aa required for the players' information. 
The scenario sheets are generally restricted to  the referee's eyes 

only. The front page of most sheets may be provided to  the players 
when they first encounter the situation in question. 

The Bowman System 
The Bowman Belt is  a belt of planetoids orbiting a primary, 

Bowman, along with a single planet and twelve satellites. 

BOWMAM 
The primary of the system is Bowman, classiffed as a spectral 

type MO V star of approximately 0.49 solar masses. The stellar 
diameter is  877,000 (.55 Sol) kilometers; Bowman radiates at ap- 
proximately 3500' Kelvin. Reddish in color, the star has approx- 
imatefy 6% of the luminosity of Sol. 
Bowman, much cooler and dimmer than Sol, has a "life zone" 

with its optimal position 37.6 million kilometers out. Unfortunate- 
ly, no planets fall within Bowman's life zone. Bowman is an old star, 
but still can expect a long lifetime ahead of it. The star is spprox- 
irnataly 9 billion years old, and its expected remaining lifespan is 
on the order of ninety biHion more years. The star can be expected 
to  remain stable and relatively unchanging for the forseeable future. 

THE BOWMAN SYSTEM 
The Bowman system has been described as "an interstellar junk 

heap", and merits the appellation. Only one planet, a gas giant, or- 
bits Bowman, along with its awn miniature planetary system of 
satellites. The system's primary interest comes from its far-flung 
asteroid bek, one of the most extensive discovered in the Spinward 
Marches. No habitable bodies are present in the system, and none 
of the gas giant satellites offers sufficient inducement to attract 
settrement. Hence the bek and other planetoid groupings in the 
system are the focus of primary interest. 

Bowman Prime: The single planet of Bowman, designated 
Bowman Prime. orbits the star at  a mean distance af 254 million 
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Mkmeters with a period of 1158 standard dsya. A gas gFant, 
Bowman Prime has a diameter of roughly 98,000 kitome+ers;. 
Bowman Prime has three mapr satwHies, labeled Gamma. Epsilon, 
and Zeta. Of these, Epsilon is the largest (3300 kilometers diameter) 
with Gamma and f eta both at about 1700 k~lometers in diameter. 
Nine minor satellites (Alpha, Beta, D e b ,  Eta, Theta, lots, Kappa, 
Lambda, and Mul  also orbft the giant. None of the satellites of 
Bowman Prime have significant ertmospheres, though Epsilon does 
have a surface layer of frozen methane and ammonia and a few 
traces of atmosphere during the periods of Epsilon's closest ap- 
proach t o  its primary. 

Bowman Prime also features a spectacJar ring system, which 
is occasionally prospactd, particularly for lsrge chunks of frozen 
gases, ice, and the like. 

The Bsh: Bowman's asteroids occupy a series of ring planes $torn 
30 rnill~an to  nearly f 8Q rniflien kilommers from the central star. 
Asterords along the inner edge of thFs broad bek have a period of 
just over 45 days; at the outer edge of the belt the period Fs about 
700 days. Material in the belt ranges from dust up ta  significant 
bodies such as Laraon's Rock, with a diameter Ilong axis) of 1220 
kilometers. 

The Trojan P d m :  The Trojan pasitions leading and trailing 
Bowman Pr~rne bmh contttin asteroidal clusters of some intersst. 
The Trojan points are equi-distant from Bowman Prime and from 
their star; i.8, they occupy the same orbit as the gas giant, at 
distances ot  approxirnetely 254 million kilometers ahead of end 
behind Bowman Prime in that orbit. (The term Trojan point arises 
from two similar clusters associated with the gas giant Jupiter in 
the Sol system; the members of these clusters were named after 
mythical heroes of the Trojan War.) 

Onhabitsd Areas: Habitation is s p W  thin in the &owman system. 
Garrison Starport is located on Alpha, the inner moon of Bowman 
Prime, an asteerid only 395 kilometers in diameter. There are also 
a number of small service facilfties. used for resupply, rest, and 
racmt ion  by bek miners, located in the Trojan clusters, end in the 
main belt. Most of the system's small population IS composed of 
independent miners. with no fixed home or residence. 

The Belt and Its Environs 
The Bowman system has nwsr  attracted a great deal of interest. 

Bslt mining has been the system's primaq industry since the earliest 
recorded visits to the system; the lack of conveniem or usable real 
estate in the system has discouraged settlement. Thus the beft re- 
mains a sparsely inhabited frontier region. 

The frnperiurn has conducted two surveys of the worlds withln 
and along the edge of it$ boundarres. Looking a t  these two survey 
reports, it is hard to believe that 790 years separate them; very lit- 
tle growth has occurred since the early days of imperial explore- 
tion in tha Marches. 

At the time of the firm Survey, a population of just over 500 was 
recorded, mostly independent asteroid miners of Sword Woitds 
background. The system was loosety administer4 by the Hskla 
Resources Company of Excaliber, with Vmle in the way af Focal law 
enforcement. 

When the Second Survey was made, the Bowman system hadn't 
changed much. Population (as of 11 10) has Qrown to  8700 
lapproxirnatery-there is a high turnover of transient belt miners). 
Most of these inhabitants are humans of Imperial descent. There 
is no organized government of the syHern, and laws remain virtually 

non-existent. 
The technological level of the Bowman w s t m  18 below the 

average b e !  for the Imperium. Virtually no manufacturing or other 
industry exists on-planet: facilities for repairs on tech 9 equipment 
are available. Most goods are irnwmed from out-system. 

The lmpslrist Interstelfar Scout Service maintains a small base et 
Garrison, the citylatarport established on Alpha. Bowman's astaroid 
beR rs the primary focus of interest for the system, and has an 
economy b ~ e d  almost entirely on resource exploration and 
exploitation. 

The Bowman system offers examples of most of rhe varlws types 
of belt conditions commonly encountered in space. In addition to 
the belt proper [which is more extensive than many of the more 
familiar ssteroid belts in Imperial terrftoryl, the syt?terngs two Tre- 
jan clusters and Bowman Prime's ring system offer quite a bit of 
variety. 

The Belt: The belt can be roughly divided into three categories. 
The Nickel-Iron Zone or N-Zone extends from roughly 30 million 
kilometers out from Bowman to bpproximately) 45 miltion 
kilometers out. The N-zone is composed afrnost exclusively of 
nickel-iron planetoids, with high percentages of dense metals. It 
is elso the most hazardous part of the Belt. 

The Mixed Zone or M-Zone is considered to extend from roughly 
45 million TO around 65 million kilometers out from Bowman. The 
M-Zone is a transitional tone in which nickel-iron asteroids arm 
superseded by carbonaceous rocks, 

Beyond the M-Zone is the Csrboneceous Zona or C-Zone. It has 
a much higher percentage of earbon*eous asteroids than nickel- 
iron, and also includes many of the so-called "dirty snowballs" corn 
posed largely of frozen water, methane, and other volatilss. The 
€-Zone i s  held to  run from 85 mlllion to  f 80 million kilometers out 
from the star. 

Naturally the boundaries are highly arbitrary. Planetoids are 
unevenly distributed throughout these zones, but there is nu demar- 
cation that marks off the asteroid hit from the rest af the system, 
or rdes off one zone frwn anather, 

The Trojan Clusters: The two Trojan dusters;, l m m d  80° shed  
of and behind Bowman Prime in its orbit around Bowman, are heavy 
concentrations of planetoids sirnilst in nature to  those found in the 
C-Zone. The Trojan points of the Bowman system srs rel~tively 
dense clusters, in places resembling the popular misconcaprion of 
ssteroid belts thick with rocks. This IS especially true of the teading 
Trojans; that hazardous swarm of as?eroids in the neighborhood 
of 'the lame planetoid known as Jarlsson's Doom (after the Sword 
World Commodore who attempted a stand against an Imperial fleet 
in 6293 accwnted for the destrucfion of three Imperial vessels prior 
to the battle named for the rock. 

The Ring System: Bowman Prime's magnificent ring system is 
primarily composed of frozen gases, with some nickel-iron chunks 
mixed in. The rings are mined for water ice, which fills the fuel needs 
of Garrison; ice mining is safer and mom efffcisnt than skimming 
the gas gisnt as a source of fuel for resale at the starport. 

The Gas Oimt Satellias: Mast of the satellites of Bowman Ptims 
are little more than large amenrids themselves; only three sre more 
than 1,500 kilometers in diameter, and only one is over 3,000 
kilometers. Little mining is done on these satellites. Only Alpha (loca- 
tEon of Garrison, Garrison Starport, and the scout barn1 and Epsilon, 
where archeologists are excavating the sits of a 2,000-year-old 

BowrnanlSpinward Marches Subsector Al 0302 E000210-8 Asrerold belt. G 
-First Survey 14501 

BowmanlOistrict 288 0302 D000300-9 S Asterold belt. G 
-Second Survey (1  0421 
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Darrian outpost, are of any great interest. 

POINTS OF INTEREST flY BOWMAN BELT 
Naturally, most points of specific interest in the Bowman system 

are the inhabited locales, mostly planetoids where small sertlwnents 
provide resupply, rest, and recreation facilities for minew. 

Komig's Rock: The Rock is  en inhsbited asteroid with an orbit 
near the center of The 'belt. Sea Koenig's Rock below. 

Garrison: Alpha, the inner moon of Bowman Prime, is an asteroid 
some 795 kilometers in diameter. It is the site of Garrison, Garrison 
Starport, and the scout base. all estabtished after the oceupatlon 
of Bowman by the navy. Garrison Stsrpofl is a small clses D facili- 
ty;  the settlement of Garrison is a: typical Martown district which 
has grown up around the starport and the base. Basically typical 
of civilian towns adjacent to  military posts evesywhere. Garrison 
is a iiftle more restrained than Koenig's Rock, mostly because of 
the occasional clean-up sweeps made by Scwt  Service security 
detachments under the orders of the base commandant. 

Garrison serves as the hub of the belt's import and sxport opera- 
tions. Ore from throughout the system eventually winds up nt Gar- 
rison, where it is loaded on board bulk cargo carriers for shipment 
outsystem. Goods aw delivered to  Garrison; some find their way 
to  other parts of the belt from there. 

EpsAon: An srcheological dig on Epsiron, staffed by some 150 
scientists and workers, IS excav&ing the site of B Darrian outpoat 
planted on the moon during the heyday of the origfnal Darrian ex- 
pansion. The archeologists ere utilizing a surplus LSP mining plat- 
form as a base of operations, and are supported by periodic resupply 
from Garrison. 

The W i g  Tmjms: Most prominent in the Leading Trojan chster 
is the planetoEd designated Jarlsson's Doom, site of a major space 
battle. Formerly the base of a Sword Worlds squadron in the time 
of the first t w o  Frontier Wers, Jar!sson's Doom and the planetoids 
around have not been seriously exploited for resources, bur 
scavengers have permdically discovered wrecked (and on two oc- 
casions, relatively intact) sfsrships lost in the bstzle; various pieces 
of equipment and other such equipment are sometimes salvaged. 
These are mostly of strictPf histor~cal imerest, but tatentsd h l t e rs  
periodically have been known to  use such salvaged parts to make 
patchwork repairs. 

The Trallhg T*: The Trailing Trojans are the domain of Ung- 
Standard Products, which has est&blished a m ~ j o r  facility on 
Tygalfsson. a fairly large asteroid in the duster. From this base, 
PSP mining platforms seek out usable asteroids, rn~stly in the Tro- 
jans (though occasionally elsewhere as well), and set up mining 
operattons. Rwks mined from these asteroids are launched by mass 
drivers for collection around Garrison and shipment out of the 
Bowman system. 

The 'LSP facility is the Isrgem m d  hest organized of all settlements 
in the system. With a permanent popul8tion of 2800 {plus tran- 
aiams), the "company town'' on Tygalfsson is actually larger than 
Garrison Fexcluding Cardson Starport and the smut base). Com- 
uanv security measures. enforced by s company of mercenaries 
trained for zero-G and vacuum operations, provide Tyglhfwon with 
the only measure of organized government and law found in the 
Bowmen System. The company does not encourage visits by out- 
siders, and independents have frequently been driven off by securiw 
ships patrolling the Trailing Trojans. 

Spece Statbns: Three other facilities of some interest are pre- 
sent In the system, all of them space stations. Two have been 
established in AFpha's two Trojan positions. These stations were 
buitt by LSP, whjch continues to OperaTe them on behslf of Gar- 
rison Starport. The stations, designated Rromethsus and 
EpiWheus, are both end-points af the efficient delivery system 
which shunts usable mineral finds from one place to another. 

The system depends on the use af mass drivers to  accelerate 
chunks of rock to  high speed. These are targeted by computer to 
arrive at one of the two stations. where they are caught in huge, 

kilometer-wide "catchers". They are collected and transported out- 
system by bulk cargo carriers which call regularly at the stations. 

Mass drivers are established on Keenig's Rock, Tygatfsson, 
Bifrost, and on all LSP mining platforms. Most of the traffic through 
the two space stations belongs to LSP, but the Scout Service and 
various representatives of Garrison Starport Administration have 
forced LSP to handle non-company shipments as well. Prometheus 
and Epirnetheus are somewhat more eccesstble to outsiders than 
most of the other LSP facilities in the system. 

Bifrost: The third space station, Bifrost, is  located at the outer 
edge of Bowman Prime's ring system. The station servea a$ a base 
for ice mining, and has a mass driver for Shipping collected rock 
for collection and use at Garrison. Btfrost suffered a massive power 
failure in 1098; collapse of anti-radiation shielding resulted in the 
deaths of nearly 200 people. New safety standards have themetical- 
ly made Bifrost secure from similar accidents in the future, but it 
remains an unpopular duty station chronically short of skilled 
technical help. High-risk bonus payments are offered as a recruit- 
ment inducement. 

Koenig's Rock 
A large (596 krn diam-1 planetoid orwing at approximately I 10 

million kilometers out f r m  Bowman, Koenig's R o c k  was the site 
of Fleet-Vice-Admiral Koenlg's headquarters during the latter part 
of his campaign against Denisov's squadron in 629. The capitula- 
tion of the Sword Worlders to  Koenig's forces was signed hers, 
and the Rock becams the advanced outpost of the naval garrison 
in the belt. Entrepreneurs came to Koenig's Rock t o  cater to the 
servicemen stationed here; when the navy withdrew from rhs 
system in 706, these flourishing businesses turned t o  support of 
the miners working The belt. 

Koenig'a Rock has B bad reputation for lawlessness and vice. 
UnIik~ Garrison, the other major settlement catwing to  miners, tha 
Roek is not under Scout Service euthori?y. and no restraints have 
been placed upon activities hare. 

The Rock offers a fur! range of services. Fuel (bought from fce 
rninersl, supplies, equipment, and service are sold: ice, rninsrsls. 
and other finds are purchased ta mass driver an the Rock is used 
to ship these to  Garrison for wtsystern trirnspwt). There are several 
recreational facilities, bars, gambling dens, and other businsssss 
catering t o  independent miners letting off steam after months in 
deep space. 

The Rock's cmrnunlty (officbtly Koenig, but usually just callled 
the Rock) is divided into seven levels: Rockport, Olcttown, the Strip. 
Koenig, Leland, Burrow, and the power plant. These areas are 
fusion-tunneled hto solid rock, provMing a firm, pressure-tight struc- 
ture. Rockport was originally the nwal  installation, later abandoned 
to the residents. The power plant is also a relic of the navy. Ofdtown 
is the original civilian settlement. The Strip was originally merely 
a tunnel connecting Oldtown with tho base; when the base became 
a civilian spaceport, businesses began tunneling into the Strip's 
walls, Koenig dafes from soon after the abandonment of the bass, 
and was tunneled directly under Rockport to provide space for the 
growing community, Similarly, Undertown is an expansion of 
Oldtown, financed by the Mullins, a prominent local family. Leland 
and Burrow are comparatively recent tunnels, dazing from the at- 
tempt of a local businessman, Auguste Leland, to cash in on an 
abortive boom period. The Rock's nature1 gravity is 0-03 G; grav 
plate flooring in most areas raises interior gravity to 0.75 G. 

The RocWs levels are connected by t w o  means. The elevator 
shafts have a series of moving: platforms for transport of goods be- 
tween the various levels. Dropshafts have conveyor handles aEong 
their walls. The a r b i t r n ~  "north" wall of each shaft has a contjnuous 
belt of handles moving down at about 5 kph. The "'comb" wall has 
a similar belt moving up. The "east" and "west" walls have sta- 
tionary handles for use by averflow crowds. Both types of shafts 
are under locsl gravity. 
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What would be cal!ed buildings on e planetary surface are called 
complexes in the Rock. The major open spaces are called tunnets 
end are about 9 meters wide. Smaller spaces between complexes 
are ca l l d  alleys and werage 3 meters wFda. A few tunnels and many 
alleys are under local gravity. 

MAP LlSTlrNG 
The various businesses in the Rock are described below. The first 

digit of a business's number corresponds to  the level on which it 
is  located 41 is Oldtown, 2 is the Strip, etc.); 1A. 1%. and so on 
are hotels. 

Prices on Koenig average 25% more than basic prices, since most 
goods are imported. Exceptions are noted. 

KRPA: Tha Kaenig's Rock Protection Agency provides a secuti- 
ty service package for ships in Rockport. For CrBOO per week, securi- 
ty guards are posted t o  watch the shlp. and an insurance policy 
covers damage fmm vandalism or accident. It is suspected that the 
KRPA afso makes sure damage occurs to  ships which are not 
covered by the security package. 

Warehouse: The warehouse is operated by the Rockport Port 
Warden. It is  fitted with standard grav plmes, but these are usually 
turned off ta allow easier material handling and storage. 

Hydroponics Office: The hydroponics v m  are admini~ered from 
here. Fresh produce is  sold hers, wholesale, at standard prices. 

107,379. Vacc Suit Store: 101 sells new equipment; 37 9 sells 
mostly reconditi.oned equipment at standard prices and also repairs 
vacc suits. 

102,507. ksursnce Broker: t 02 rspresentdanelez et CFe: 507 
is Koanig's Private Assurance. LIC. 

103, 325. 'Mmr's Equipment. 
f 04, 'I 14. I f  7,404,409. PuPehsshag Agent: Purchasing agema 

are responsible for buying tat the best possrble price) whatever sup 
plies their employer happens to need in the system and for bidding 
on independent prospectors' claims. Offices belong to Ling-Standard 
Products (1 041, Sternmetal Horizons (1 141, Delgado Trading (1 173, 
HaamLIC (4041, and DeLambre Frere, LlC 14091. 

105. 7 15.309.403. Entmafrrment: Live and holographic anter- 
tainment. Mullin's Golden Star 17051 is high-toned (and thus ex- 
pensivel; others are The Downunder (4Q31, also owned by the MuZtin 
family, the Old Town Theatre (I  151, and Marsden's House of Fan- 
tasy 13091. 

108. Hal;r Stylist. 
107. Casho: Shooter's Patace. A gambling house known for i ts 

cultured atmosphere and high-rolling clientele. Cr25 cover charge. 
'708. Appliances and Furnishings. 
109. Accountant. 
'I 10. Clothing Store. 
11 1. Bank of Kosnig's Rock: An independent bank, having ex- 

change agreements with both ZinmkatiFsh and Hortetar et Cia. Thus 
it can honor most financial instruments. 

11 2,405. 601. Food Market: These shops deal In foods intend- 
ed for long-term storage and imported specialty items. 
113. Food Mark&: The retail outlet for fresh produce from the 

h~dropcntcs gardens. Prices vary wlth the size of the crop, but 
average about standard. 

116. Arbiter: A person who adjudicertes disputes betwean in- 
dividuals, for a fee. 

1 18. 4'1 1. General Store. 
201,207,209.40&,502,BW. 8tn: Gunny's (201 1 is frequented 

by mercenaries and their recrurters as an unofficial "hiring hall"; 
not a good place for the casual tourist. Benniger's (207) can also 
be dangerous. Burroughs' Burrow {604) is frequemed by residems 
of Burrow and can be unfriendly to  strangers. Others are The Shaft 
(2091, Koenig's bnd ing 1406), and Niemrtl's (5021. 

202, 4 7  0, 508. Cargo Brokw: Per the Traveller trade and com- 
merce rules. 

203. SMp's Chandw This estsMishment sells equipment and sup- 
plies for spaceships. 

204.208.8s~ and C a s h  The Hole in the Wall 1264) is the oldest 
of the esrablishmenrn cvt into the walls of the Strip. Fire in the Hole 
(208) is a belrer's bar, not for the fainthearted. 

205. Pawn Shp.  
206. Sundry Shop: A small seconchhsnd merchandise shop; prices 

average about standard, quality ranges from average to  poor. 
210. Koenig Merchant's Assoeltion: Administrative offices of 

the KMA. 
301. Llfs SupporF Repalr and Sales. 
302. Water Plant Office: Administrative offices of the Rock's 

water works. 
303. Computer Network Offkes: Offices of the company which 

provides library terminals and other computer services. 
304. Koenig Delivery Semima: A parcel and cargo delivery tom- 

pany. They specialize in deliveries and pickups to and from the mass 
driver, although they also take parcels throughout the Rock. 

305. Gravities Sales and S e w b .  
306, 31 5. Electronics Sales and S&e, 
307. Cleaners. 
308. Assay Offlce: A laboratory whose purpose is the analysis 

of ore samples and the estimation of The yield of the find repremntd 
by those samples. 

310. 310, 508. Advocate: An advocste is person with a 
knowledge of local customs who argues for others in disputes 
brought before an arbiter. Anyone can be an advocate. but some 
are good enough to  make a living at it. 

31 1. Space Vmhicfe (Buggy) Sales, Repair, and Remals. 
31 3. Gun Shop: Service is available on weapons of TL 9 or less. 
314. Machine Shop: A shop which manufactures small numbers 

of machine parts or other items, to  customer order. Prices very with 
the amount of work and cost of materials involved. 

318. Modclan. 
317. Mass Drhrar Offhe: Administrative and records offica. 

Cargos must be delivered to  the mass driver installation on the 
surface. 
318. Communicator Safes and Servloe. 
320. Medlcal Equipment. 
321. Salvags Office and Stws: One of the offices of Bowman 

Salvage, L C .  This firm maintains a number of craft which patrol 
the system lootlng for abandoned or derilict ships, equipment, or 
supplies. These are claimed by right of salvage, and sold at retail 
outlets throughout the system. Anything may be salvaged, but 
prices and quality vary greatly. 

322,503,602. Remuram: Die Kmnigliche House (3221 is grsatly 
overpriced. The Lotus  eater"^ (503) and Dao's (602) are more 
reasonable. 

323, S W  WRcs: f his office wi!l anawe for transport of csrgo 
within the Bowman system and will also communicate with Gar- 
rison Starport for outsystem shipments. 

324. Libray: Maintained by the KMA. Thls a non-public library 
(i.e., it charges for its sewicesl. 

401. J & L Security Senrice: A full range of personal and proper- 
t y  protsctlon services, including alarms, budyguards, watchmen, 
and electronic sutveillence and counter-surveillance equipment and 
technicians. 

402. Exotfqm: A very e x ~ n s i v e  shop specializing in rare and ex- 
otic luxury goods. 
407. ~t store. 
408. Consultants: Specialists in the way business and society 

work in the Bowman system and outside it. Unlike advocates, 
however, they merely give advice. 

41 2. Futures Exchange. 
501. Tolkatch: A person with a knowledge of local customs and 

a large number of contacts in various pIaces, who hires out as a 
trouble-shooter. 

504, Murray BE Henderson Light Manufacturing Complex: The 
plant turns out a few popular consumer items. but makes most of 
its money on mining equipment and belter buggies. M&H can pro- 
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vide many commonly needed parts at near-standard prices I +  5%). 
505. Assembly Hall: A rental suditorium for theatrical perfor- 

mances. lectures, reunions. weddings, parties, meetings, and so 
on, maintained by the KMA. 

509. Air Plant. 
57 0. School: A private school, supported by fees. 
653. Pharmacy. 
605. Dentist. 
606. Clinic: Outparient and emergency treatment. 
607. Hospitat: Long-term medical and surgical treatment. 

System History 
It is known that Terran traders were the first humans ta  explore 

the region now known as District 268; it is unlikely, however, thet 
they vlslted the obscure red dwarf star later dubbed Bowman. One 
group of traders eventually ( - 1 5 T 1 )  settled at Darrian, some 13 
parsecs coreward, among the tech level 3 human minor race planted 
on that world ages before by the Ancients. 

EARLY HISTORY 
With the arrival of the Terrans, Darrian cutture enjoyed a period 

of explosive growth; by - 11 37 the Derrnans were building jump 
drives and exploring interstellar space. Darnan ships travelled far 
and wide in search of resources and novelties. and a sphere of col- 
ony worlds grew up around Dsrrien itself. During this time, Dsrrian 
ships visited the Bowman system, and established a research aut- 
post on the largest moon of the gas giant, Epsilon. Archeological 
research shows that this outpost was intended as the hub of a 
survey and exploitation effort directed at making Bowman into a 
major resource center of the budding Darwan empire. 

Disaster struck the outpost in - 924, when a catastrophic stellar 
flare virtually wiped out Darrian civilization. The varioua colony 
worlds, cut off by the devastation of the mother world, did not have 
the industrial and technical base to  maintain interstellar travel. 
Translated records from the digs an Epsilon indicate that the out- 
post. with a population of some 750 workers, scientists, and other 
personnel, waited for some three months past s supply ship's 
scheduled arrival before finally dispatching the outpost's single 
jump-capable vessel, the 20-man survey ship RhathzeFmes, to  
discover what had caused the delay. Rhathzelmes never reTurned, 
and the Darrians on Epsilon succumbed to gradual starvation. When 
it became obvious that they would not be rescued. groups of sra- 
tion personnel committed suicide to  avoid consumption of precious 
supplies, thus prolonging the lrfe of those chosen te survive. The 
finat fifty survivors eventually took poison together after the sup- 
plies gave out entirely. The fate of the Rh8rhzelmes was never 
discovered. 

I t  took 650 years for one of the abandoned Darrian colonies ta 
redevelop jump drive technology; interstellar communication and 
trade was re-established in - 271. By the tima this came about, 
the Darrians were no longer slane in the Spinward Marches. In - 399 
the world of Gram, seven parsecs from Darrian, was settled by 
Solomani exiles; by - 271 several worlds around Gram were col- 
onized as well. This group of systems, known as the Sword Worlds, 
developed in parallel with the rsvived Darrian Confederation; the 
two cultures existed in relative harmony for nearly three centuries. 

During this period, the Sword Worldem came to  the tiny red dwarf 
and discovered the system's asteroid belt. Commodore Einar 
Bowman's explotatory squadron entered the system in - 145; C a p  
tain Tygaffsson, senior captain af the expdition. named the system 
for the Commodore. The other names still currently in use for ma- 
jor bodies in the system were bestowed at the same rime. The 
system's potemial for resource exploitation was noted; when news 
of the discovery arrived, the Sword Worlds government authorized 
a foltow-up survey under Tygalfsson. 

By - t 40, the survey of the belt was well under way, and min- 
ing had begun on a fairly ~xtensive scale. Just as plans were being 

made for the establfshment of a major settlement. a rich strike was 
made in the Caliburn Belt, three parsecs from Bowman, in - 133. 
Caliburn was closer to the Sword Worlds core systems, and the 
wealth discovered by this new strike shifted ment ion away from 
Bowman. The Bowman Belt remained of secondary interest. Evan 
after the Caliburn rush died away, internal problems (such as the 
Tyrfing Incident and ?he civil war which foHowedl kept Bowman 
a distant and largety unknown frontier system. A few miners no 
doubt worked Bowman right through the civil war years, but, by 
the time These had abated, the Sword Wortda governmem had aban- 
doned an active policy of rimward expansion. DeveFoprnent of 
Bowman's potential had to  await some other opportunity. 

THE RISE Of THE lMPERlUM 
The Imperium, established in the year zero to  recapture the lost 

glory of the interstellar empires of centuries past, immediately began 
programs of exploration and absorption. Although it$ capital lay 120 
parsecs distant, the lmperium came t o  the Spinwsrd Marches by 
the year 60, by which time at least m e  Lmparial settlement had been 
estabiished in the sector. First contact with the Sword Worlds took 
place 8n 73: formal relations were not opened wiZh the Darrians until 
143. 

Aggressively expansionistic in this period, the trnperium did not 
restrict itself to  contacting existing culrures. Settlement was en- 
couraged, and, in the wake of settlement, trade and commerce to 
unify the expanding Marches. By 400, waves of settlement by those 
seeking relief from crowding. oppression, or simpte boredom had 
pushed the Imperial border out to  the boundary of the Sword Worlds. 

En about 300, the Imperial Scour Service began thet First Survey; 
a comprehensive astrographic and demographic mapping of the 
worlds of the Imperium. Over 100 years in the compilation, it de.  
tailed the planets of the Imperium, their populations, and their 
resources. Nor was it limited to  worlds within the empire; it con- 
tained in i ts many appendices details of the unsettled worlds that 
lay beyond the frontier. 

The First Survey came to  Bowman in 353. The tan men in the 
ship's crew were able to  do little more than note the major bodies 
in the system, with comments an the potential for future develop- 
ment. Even in the wake of the survey's public release in 420, 
however, Bowman remsined et backwater. A few hundred miners 
and entrepreneurs continued their work in the system; if they were 
a bit more cosmopolitan than in the heyday of the Sword Worlds 
presence, they were otherwise no1 much different. 

THE WAR PERIOD 
In the years from 584 through 623, war consumed the Marches, 

though Bowman was little dfected through most of the period. Ly- 
ing outside the Imperium, Bowman was not subject to the Zhodani 
commerce raiding of the First Frontier War, and, when Grand Ad- 
miral Olav hauk-Plankwell seized the Imperial throne forrowing that 
war, the backwater region around Bowmen was of no importance 
and consequentFy never Fett the disturbances that caused upheaval 
elsewhere. The Sword Worlds reasserted their old dsim to  Bowman 
during their hostitities with the neighboring Darrian Confederation, 
and built up  a stockpile of militsry supplies a t  s concealed base in 
the Leading Trojans. No actual fighting ever took place in the area, 
and the Sword Worlder presence was minimal. 

When at last the Second Frontier War and the Imperial Civil Wars 
both began t o  subside, a vitally important development took plaea 
in the Bowman system. The lmperium required the occupertion of 
several of the Sword Worlds at the C Q ~ G ! U S ~ O ~  of the war, a tern 
which met with much resistance. Admiral Denisov, comrnander- 
inchief of Narsil's fleet, chose to  resist the coming ofthe Imperial 
occupation forces. The hopeless stand of Denisov's Fleet at the Bat- 
tle of Nsrsil in 627 ended in a devastgt~ng Imperial victory, but 
Denisov himself escaped with a handful of his best, newest ships 
relatively untouched by the battle. Fleeing the Impetirrls, Denisov'a 
squadron took refuge in the Bowman system. using the Sword 



Worlder base in the teading Trojans a5 e center of operations. The 
cornmeroe raiding staged by Denisov in the years that followed was 
Fmte more than hrghly organized piracy, but it forms a romantic and 
powdul part of Sword World military tmdiim to this day. For nearly 
seven years Denisov raided almost st will, outwitting land on three 
occasions outfighting) Fleet Vice-Admiral Koenig's hpar~al forces 
at every turn. At last, in 628. Koenig assembled overwhelming 
forces and defeeted Denisov at Mertactor. Following this battle, 
Koenig finally traced Denisav to his base at Bowman. Fdlowing zhe 
Battle of Jarlsson's D w m  and the bombardment of the base, a 
peace conference resulted in the surrender of Denisov's successor, 
Captain Riesreng. Denisov, tha "Spacehand's Hero", the "Landless 
Admiral" who broke the class barrier and rose to high command. 
was never captured; his shuttle was lost in the belt fringe during 
the last stages of combat Fm the system. 

The depredations d Denisov's squadron and the possibility of 
other Sword Worlds stockpiles in the- 'belt led to an important step 
in the development of the system. Kwnig I& a complete squadron 
on garrison duty around the gas giant, Bowman Prime. to monitor 
use of the planet as a sourcs of wilderness refueling. This decision 
was backed up, in 630, by the establishmefit, on Alpha, of Gar- 
rison Outpost, a monitoring and resupply facility for the gartison 
squadron. 

POST-WAR DEVELOPMENTS 

With normalcy restored, naval strength at Bowman graduaHy 
declined, though the naval presence continued for the rest of the 
century. The navy tended to discouregs belt exploration, since 
miners had llttttb desire to purchase their fuel at Garrison-and even 
less to risk a confrontation with patrolling naval vmsets around 
Bowman Prime. 

Finally, in 708, budget cutbacks and pressing commitments 
elsewhere caused the wrthdrrrwal of the navy presence at Bowman. 
The facilities et Garrison wars turned over to the IISS, which took 
aver administration of Garrison Starport. Otherwise, Bowman was 
wide-open, enjoying complete freedom from outside supervision. 
t? was not surprising that the belt quickly developed an unaavov 
reputation. 

In 81 0, the subsemor was estabtished as a protectorate of the 
lmperium, and given the designation District 268. I t  was not yet 
a member of the Irnperium, but was entitfd to protechon in the 
avant of outside interference. This effectiveFy ended any chance 
of a Sword Worrd rerum To the area, and encouraged an increese 
in exploitation of the Bowmen system by independents. In 853, 
Bowman attracted the attention of an Imperial megacorporation, 
Ling-Standard Products. LSP established offices in Gartison Star- 
port, and began a progrem of systematic exploitation in the Trail- 
ing Trojans. The LSP development was a significant factor in 
Bowman's burgeoning emnomy, but gmwth was stow, due to other 
commitments and to Bowrnanrs distance from the main stream of 
Marches zr~de. 

THE FRONTIER WARS 
Beginning in 979, three more frontier wars between the lmperium 

and the Zhodani have ravaged the Spinward Marches. Most of the 
belligerent action has taken place in the coreward su'bsectors, and 
the fighting has spared District 288. 

Other activkties, however, have taken place in the District. 
Because the District is under imperial protection without being for- 
mally part of the lrnperium, passage into th Imperium is relatively 
easy. Enemy agenta IZhodani and Sword Worlderf have used the 
Dnrrict as an espionage! and sabotage base, and Imperials have 
rnaFntained counter-espionage operations in the subsector. In ad- 
dit~on, profiteers have smuggled Imperial war material into the 
District, and Then beyond t o  the industries of the enemies. 

The Imperium. in dealing wiZh such activities, has maintained 
limited militafy and mercenary forces charged wfth Hopping Zhodani 
and Sword Wodder agents from succeeding in their missions. 

In the Bqwrnan system, the Garrison scout bese has sewed as 
the headquafiers for such opsrmions during each period of tension 
or war. During the Fifth Frontier War. the base was temporarily 
passed to naval control, and became the base for the 443rd De- 
tached Squadron, which oversaw the defense of Bowman and the 
surroundfng cluster of worlds. The Force was employed exactly 
twice during the war in pre-ernptive raids against suspected Sword 
Worlder bases. 

Well before the end of the war, Garrison passed back to Scout 
Service control, and the Nevy withdrew its squadron. 

RECENT DWELOPMEMTS 
Bowman's backwater nature has made it an unattrsctius loca- 

tion for colonization, and this has been reinforced by the system's 
reputation far lawlessness. Only the starport and scout base at Gar- 
rison are under any semblance of authority, and control here is still 
lax at best. 

Incorporation of Bowman into the rrnperium is likely to h delayed 
for $#me time, until the system is placed under some form of espon- 
sible government. Ling-Standard Products has expressed interest 
in organizing s corporate-sponsored government, but resistance 
from the Independent miners and the various entrepreneurs currently 
proflt~ng from the lack of formal govsrnmem in the belt has caused 
LSP to back off from implementing any large-scale messures. For 
now, CSP-dairned sites. faciritles, and stations are subject to cor- 
porate regulstions, and company-hired mercenaries provide securkty 
and enforcement, but these measures are strictly limited to curmnt 
LSP territory. If an CSP petition to the lrnperium is granted, LSP will 
take over administration of Garrison Starport: and Garrison City fmm 
the Scout Service, which wwld vastly increase the company's 
authority. So far, however, the matter is  stilt under review by the 
Policy Board at Glisten; no formal decision can be expected for 
several years;, given the Current state of the Imperial bureaucracy. 

CHRONOLOGY 
This chronology provides a brief overview of selected events that 

hwe occurred over the pest 2600 years. iEvents directly affecting 
Eowrnan are shown in italics. 

Ca. -990 
- 927 
- 926 

DarrEan culture discovered by Terran traders. 
Darrlan achlwes local construetion of jump drive 
and begins expension. 
Darrians estab/fsh outpost an Epsifon. 
Darrian civilization destroyed by stellar flare. 
Epsilon outpost personnel run out of supplies, 
commit suicide to avoid slow stewation. 
Gram settled by Solomani exiles. 
Sword Worlds settlement substantially compfet- 
ed. 
Darrian colony rediscovers jump drive and re- 
establishes communications with Darrian. 
Bowman discovered and named by Sword 
Worlds expedirbfl. 
Sword Worlder s u m y  of Bowman Belt begins. 
Strike 8t Calibum Belt. interest in Bowman 
wanes. 
Tyrfing Incident triggem widespmd rebellion in 
Sword Worlds. 
Third imperiwm esttlblished. 
First Imperial settlement in Spinward Marches 
established. 
First Imperial contact with Sword Worlds. 
First Imperial contact with Oarrian ConWeration. 
Imperial First Survey begun. 
Scwt ship of First Swve y &its Bowman s ystem. 
First Survey published. 
Terra -integrated into Lrnperium by Empress 
Jacqueline. 
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589 First Frontier War (trnperium vs. Zhodanil begins. 
Extensiirs Zhodani commerce r~ id ing  until 597. 

604 First Frontier War ends in Imperial victory. 
604 Olav hault-Aankwett (Grand Admiral of the 

Marches) and fleet seize Capita!, killing the fm- 
press and beginning the Civil Wars. 

61 5 Zhodsni and allies again auack Imperial territory, 
beginning the Second Frontier War. 

620 Second Frontier War ends in Imperial victory. 
62 'F Imperial troops occupy selected Sword Worlds. 

Battle of Warsil . Remnants of Denisov's Fleet take 
refuge in Bowman a ystem. Period of commerce 
raiding begins. 

622 lmpertal Crvil Wars end. 
628 Fleet-Vice-Admiral Koenig's squadron defeats 

Dsnisov at Mertacter. 
629 Koenig pursues Denisov to Bowman. Denisov 

losr in Belr. Surrender of Den&v's Fleet. Occupa- 
tion of Bowman system by Emperial squadron. 
Naval outpost end p H  establjshed at Garrison 
an Alpha. 
Administretion of Garrison transferred to IISS. 
Scour base a? Garrison established. 
Psianic Suppressions begin in fimpsrium. 
Creation of District 268. 
Ling-Srand~rd Products begins mining operations 
at Bowman. 
Third Frontier War. r 

Solomani Rim War. 
Fourth Frontier War. 
Discovsry of DarrPsn outpost an Epsilon. Arehe- 
alogical digs established. 
Fifth Frontier War. 
t i n p s t ~ ~ d ~ f d  fioducts petitions to rake over ad- 
ministration of Garrison. 

Library Data 
Ll brary data sntrles represent information that is readily available 

from ships' compLrters (using the Librav program) or from Imaf data 
banks at Garrison, Koenig's Rock, on other settlements in response 
to the proper keywords. The information is useful as background 
material, information that indivi$wls may already know and need 
to be reminded of, or information that player characters wish to 
know end need to be supplied with. 

Some of the information in this section is merely interesting 
background material with no particular applicability to the adven- 
tures provided. Other data is genuinely useful in understanding and 
resolving the scenarios. Finally, some material may be used by the 
referee in generating and administering new situations in the 
Bowman system. 

LIBRARY DAf  A ENTRIES 
Ancients: Race of intelligent non-humans who inhabited, approx- 

imatefy 300,MX) years ago, the tarritwy now ruled by the brnperium. 
The Ancients remain a puzzle with little actually known aborrt rhair 
culture. Their technology has been proven (by r e w v e r d  artifacts) 
to  be far superior to  current Imperial technology. 

Archeological evidence suggests thst the Ancients destroyed 
themselves in a 2.000-year-long war which destroywl the!? cities 
(and In some cases, their planets as well) with surprising efficiency. 

The Ancients are considered responsible for the disssmin~tion 
of humans from Terra to various other worlds. At the same time, 
evidence suggests that thev manipulated the genes of Terran dogs 
to  create the Vargr la major race inhabiting the area coreward of 
the Irnperium). 

M~M Strictly speaking, one who practices the profession of 

asteroid prospeaor and miner, wuelly working alone or with s small 
number of partners. Loosely, any resident of an asteroid belt (in- 
cluding citizens ef cjvilired M s  such as Gl~sten, some of  whom 
have never been in a spaceship). 

Caliburn {Sword Worlds 061 0 E-00051 &A): Asteroid belt in the 
Sword Worlds subsector. Caiibum has generally been considered 
a superior source of exploitable resourerrs to  Bowmen, though the 
Caliburn belt ia by no means as extensive as that of Bowman. 

Gendr Itunion 0805 E-000347-8): Certainly the least rewarding 
of all belts currently being sxploited, Gsndr owes most of Its popula- 
tion to the chance discovery, in 1060, af a srnalE deposit of 
superheavy elements. The belt quickly filled up with prospectors. 
Unfortunately, there have been no further discoveries. Population 
has declined to a tenth of its value a t  the height of the boom, and 
the belt is  doTid with abandoned communiries. 

O i s y  (Rhylanor 0508 B-000676-91: Unlike all other known aster- 
oid belts, the orbits of Gitosy's asteroids do not fat! into the rough 
plane of the star's rotation; Gitosy Belt is spherical. with orbits 
distr~butsd evanFr at at1 angles. Scientists theorize that Gitosy Beft 
wss formed by the same processes which produced Oort clouds 
around most stars. In suppurt of this theory, it Is noted that the 
belt's composition is very light, with a high proportion of ices. Nor- 
mal Oort clouds, however, are much farther from their primaries 
and much less dense than Gitoay Belt. 

The few large, dense asteroids in the system are widely scemered. 
and each of the 14 inhabited rocks is  home to an independent 
government; most belt residefits (but not all1 are citizens; of one of 
them governments. Competition is generally limited to  the economic 
sphere, although them have been occasional incidences of violence 
regarding disputed rocks. 

Glktm (Glisten 0406 A-080986-9: Subsector capital of the 
Glisten clubsector and one of the most populous and important 
systems in the Spinward Marches. Although Bowman Belt is  he 
most extensive belt in the Marches in terms of apace occupied, 
Glisten Belt contains the most mass. Located almost entirely in its 
primary's nickel-iron zone, the belt's asteroids are both larger and 
denser than the norm. Its abundant mineral resources attracted the 
first settlers in 298. Since then, Glisten has become a major in- 
dustrial cemer. concentrating on high-technovogy products. Unlike 
most belts in tha Msrches, Glisten is  a densely populated, civilized 
system. Them are no independent prospectors 0r wide-open fron- 
tiers; no area of the belt is more than a million kilometers away from 
an inhabited rock. and mining is an organized, corpome enrerprfss. 

Lanthanum: A rare eerth element [atomic number 57, atomic 
weight 138.92), first afthe inmr transition mgtsls. Used in ~n number 
of industrial processes and vital to the construction of jump drives. 

LhpStandard hxkts ,  UC: Originally a mining firm (and still v w  
active in that area), LSP currently engages in a wide spscrrum of 
actiwties, including (but by no means limited to) manufacture of 
etectr~nic equipment of all sorts, ground and air vehidas, starships 
and starship armament systems, drive systems, power systems, 
computer systems, computer systems and software, smell arms. 
and a variety of other items. Concerned to s small degrm with bank- 
ing, insurance, and other activities, LSP maintains mining and 
manufacturing facilities throughout the lrnpsrium and beyond. 

M m  (Rhylanor 0202 8-000453-E): Thin and mostly car- 
bonaceous, Macane Belt has never been heevlly sxploired. The 
system owes most of i ts irnpwtance to its nwal  base, w h l h  houms 
the Spinward Branch of the Imperial Navy's Fleet Tactics College. 
The bulk of the system's population is  dependent upon the base 
and collega for its income. 
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IWam Wdvm: Device which generates a magnetic field m suspend 
and accelerate small masses of material along a straight track. The 
material is  expelled at a high VelOCity on 8 straight line trajectory. 
Comrnonl~ used as a middts-tech artillery system. mass drivers are 
often used to throw srnalr masses over interplanetary distances, 
particularly in organized belt mining endeavors. 

Megnoorporath:  An extremely large interstellar corporation. 
When a corporation is truly Imperial in scapa, and can provide ser- 
vices ta all regions of the empire, it earns the label rnegacorpore- 
tion. Only thirteen companies are presently acknowiedged as 
mqacorporations. 

Because of their size. megacorporations have truly astronomEcal 
numbers of employees, shareholders, and profits. Their upper level 
executives labor at broad p o k y  questions, and are largely out of 
contact with day-to-day (and even year-to-year) activities af the 
corporation. The real power in the cdhpany lies in the hands of the 
regional managers (under whatever title they may have) who con- 
trol the actual operations of the business. While they may control 
only a small fraction of the megacorporation's asses. they wield 
more power in some areas than do the representatives of the Im- 
perial government. 

A small number of lrnperiat regula?ory agencies have power over 
the rnegacorporazions, and the companies are subject to  any a p  
plicable focal taxes, as well. Nevertheless, if lrnpertal sovereignty 
is not blatantly violat&, regional manwers can usually conduct their 
company's business as they see fit. Because a direct confronta- 
tion with the Irnperium would be bad for businGss, ~ntentional viola- 
tions of Frnperisl raws occur an a covert basis only. 

Mertaetw: (District 268 0707 8-262732-B): Member world of 
the lmperiurn in Districr 268, one of two systems admitted to  the 
Imperium since the establishment of the Protectorate in 8 10. 

Marsll (Sword Worlds 07 07 B-574A55-A): Industrial world of the 
Sword Worlds Confederation, nEltabb as the homeworld of Admiral 
Denisov, one of the few Sword Worlders to  break the class barrier 
dominated by the aristocracy of Gram. 

Oort Cloud: A spherical shell around most stars, containing 
numerous small bodies of cornetary materiel. A typical Oorl cloud 
is about 0.5 to 1 light year from its priman/ and has an aggregate 
mass about that of Earth: density is thus extremely low. The main 
constituents of cometary bodies are ice and dust ("dirty 
snowbalfs"). Bodies in h e  Oort cloud are occssFonally pertorbed 
by collisions or by the influence of nearby stars into orbits which 
pass near the star; these form the visible cornets. The Oort cloud 
is  named after its discoverer, Terran astronomer Jan Oort. 

Pdnir (Aramis 0807 C-000632-9): f he system is dominated by 
a large gas giant h the life zone. Although an extensive asteroid 
belt is  the system's primary source of mineral wealth, over half the 
populHion inhabits t w o  self-contained space colonies in the gas 
giant's Trojan clusters. 

The government of Patinir is a select board of directors controlled 
by the colony owners; i ts authority effectively does not extend out- 
side the Trojan points. 

Rabln (Trin's Veil 0207 C-00059C-C): Robin was originally con- 
trolled by Mora Metals, UC, a large mining conglomerate. Oppressive 
conditions in the belt led to a miners' revolt, and the revolutionsry 
committee, anticipating that Mora Metals would bring in forces to 
quell the revoh, requisitioned all shFps insystem to  form a defense 
force. Mora Metals' mempts to regain the system were successfutly 
resisted (and The lmperium declined to  intervene), and the ships were 
retained under the new government's control to  enable efficient use 
of resources for the benefit of izs people. 

In the 2M) years since the revolt, Robin's government has 

developed into an oppressive bureaucracy, controlling the livea of 
its citizens through a mortupoly on transponNion and mining equip 
rnent. However, careful government management of raw material 
production and exports, as well as strict population controls, have 
given the system e high standard of living which has made Robin's 
citizens largely content with their Sot. 

Sector: Mapping unit in astmgraphy, consisting of sixteen subsec- 
tors arranged in a pmem of four across and four deep. Sectors hold 
en average of 480 to  646 worlds each. 

Shbmthy (Reglna 0708 X-000742-8): The large belt dominating 
this system is believed by many authorities to  be the result of the 
destruction of a large world by the Ancients. The presence of quan- 
tities of enti-mmer in the belt suggests a mechanism. Because of 
the anti-maner, Shionthy Belt is dangerous to  enter (the explosion 
resulting from contact with even e microscopic particle can cause 
severe damage) and has been interdicted by the Irnperium. Before 
interdiction, shionthy had already acquired a population of belters 
searching for f ragmms of anti-matter, worth several million credits 
per gram. Imperial taw allows established populations to remain in 
a system after interdiction and, despite perlodic disasters-in ad- 
dition t o  the dangers of anti-matter, asteroids occasionally collide 
with esch other in this young belt-the population has grown. The 
inhabitants sell their finds ro the Imperium, which, despite the 
humanitarian concerns which led te  interdiction, finds the present 
arrangement too valuable To abandon. 

Spinwerd Main: Trail of worlds and systems, each within jump-7 
of the next, winding its way thraugh the  Spinward Marches. The 
Spinward Main is a common interstellar trade taure for the jump-1 
free traders frequemly emplwed in the Spinward Marches. Bowman 
is situated an the Spinward Main. 

Superheavy Elements: Although elements heavier than Uranium 
are increasingly unstable and radioactive {with half-lives measurd 
in fractions of a second), quantum theory predicts an "island of 
stability", consisting of the elements with atomic numbers 1 I4 t o  
122, with half-lives measured in the millions of years. These 
superheavy elements, also called eka-metals or Island metals, are 
generated in small amounts in supernova explosions. Only a few 
grams have ever been discovered in nature, just enough for scien- 
tists to  determine that superheavies would be immensely vatueble 
to industq i f  a source could be found. 

Trojan Point#: In 8 gravitationat system composed of a small body 
orbiting a much larger one (such as s planet and star or moon and 
planet). there are two stable points tying in the small body's orbit 
60° ahead of and behind it, and thus equidistant from the small 
and large bodies, These are called f rojan points lalsa tagrangian 
points, and abbreviated as L4 and L5). The Trojan points of a gas 
giant near an asteroid belt commonly collect a duster of asteroids. 
The name comes from the first such cluster discovered by f errans, 
at Jupiter in the Sol system; the asteroids were namd after mythical 
heroes of the Trojan War. 

Tyrflng kckfont 1 - 104.): Clash between naval vessels of Gram 
and Sacneth in orbit above Tyrfing {Sword Worlds 0504 
B637735-A1 which resulted in the War of the First Rebellion ( -  104 
to  - 88).  As a result, the Sword Worlds Canfederation dissolved 
into several separate ststes, and conflict between them continued 
for the next centurv. 

Zaibon Ilunion 0205 E-000544-8): Well-exploited belt in the Lu- 
nion subsector, known for the largest single deposit of copper ever 
discovered in the Marches. The copper i s  now largely mined out, 
and Zaibon in recent years has entered an economic slump. 
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Bowman S w r n  Statistics Bowman Prime System Statistics 

Diameter and distance in km. Period in days except *, hours. Oistsnce af Epsilon is  an average; minimum distance is 2,2W),W km 
and maximum distance is 6,600,000 km. N/M line is  boundary between N-zone and M-zone. MIC line is boundary between M-none and 
C-zone. Jump is distance from Bowman Prime for a safe jump. 

Re ,on Po . Settlement 

Alpha 2,100 
Epsilon 

1G Tmwf Times: Bowman System 

Cross-index any two locations to fEnd travel time, in hours, between 
them. Orb~ts ere (more or less) concentric circles. The number before 
the slash i s  the time at closest approach (on the same side of Bowman 
or &Owman Prime); the number ewer the slash is the time at farthest 
separation (on opposite sides of Buwrnanl. A number in parentheses 
is the time to  cross from one side of an orbi to the other. Times for 
both Trojan points are the same as for Ehwrnsn Prime; the time be- 
tween either Trojan point and Bowman Prime i s  89: the time between 
the t w o  Trojan points is 1 11. 

2G Travel Times: Bowman System 
Bowman 

Prime 

Times for both Trojan points are the same as for Bowman Prime: the 
time between either Trojan point and Bowman hime is 63; the time 
between the two Trojan points is 82. 

Enner Edge 
NIM Line 
MIC Line 
Outer Edge 

Communications Lag Times: Bowman System 

Tmes are in minutes. f imes for kt41 Trojan points are the same as 
for Bowman Prime; the time between either Trojan point and Bowman 
hime is 14; the time between the two Trojan points is 24. 

Outer 
Edge 

'TG Travel Times: Bowman Prime Svstem 

59166 
57/68 
54/70 
34182 

I Aloha I 17.2 I 7.5174.7 r 

M/C 
Line 

I 
Epsilon 11 5.5/10.2 

Times are in hours. Times for Promstheus and 
Epimetheua are the same aa for Alpha; the time 

48/57 
46159 
42161 
(75) 

'between either station and Alpha is 3.4; tha time 
between the two stations is 4.4. 

NfM 
Line 

1 Bif roH,Rkngs 1 1 Epsilon 1 A t p h  1 
5.6110.2 1.6t3.0 

Alpha 12.2 5.3110.4 
Epsilon 1 1.017.2 

Inner 
Edge 

23/38 
18/41 
1451 

Times for Prometheus and Epimetheua are the 
same as for Alpha; the time between either sta- 
tion and Alpha is 2.4; the time between the two 
stations is 3.1. 

15/34 
137) 

(301 1 



Lodes of Adventure 

The purpostt of 8eltSrrik-e i s  to provide new ~iettings and situa- 
tions for frmretter adventures. By mining the module's contents for 
information, a referee should be able to  keep his players Interested 
in the Bowman system land other asteroid belts) for quite some 
time. The scenatios presented in the module's four folders are on- 
ly a few of the many possible situations. 

PLAYER CHARACTERS 
When the adventures in the Bowman system begin, h e  referee 

must make sure that each player has an appropriate chamm. Such 
characters may be player characters slready in use by the dsyers, 
or they may be characters generated a t  the beginning of the adven- 
ture. Finally, they m y  be the special pre-generated charactm which 
accompany this game. 

Carnpnign C- d GmmmW m r s :  If playem already 
have characters they are happy wrth and they wish to  continue us- 
ing, this should certainly be allowed. To best f i t  the basic situation 
of the various scenarios. at least ona of the characters should be 
e merchant service veteran, and characters present shodd be able 
to fill the rob  of crew members r e q u i d  aboard a Type A2 far trader 
(pilotinavigator, engineer, stewardlrnedicl, Type J seeker, or aome 
other suitable stership. 

Any other characters may h e  variety of qualkie8 or attributes, 
but the referee shouid keep in mind that the charamem are &Btively 
ordinary vetersns of a recant war. and are without great wealth or 
power. 

Re-generaw Chmactm: The twelve charactwCcards provide a 
vnriaty of piayen characters for use by an advenmrlng bend. Three 
of the cards should always be used: Eneri Shulamiker, Tsutomu 
Woronow, and Zhuandao Weiss, f hem three individuals me the core 
of the party, and provide the nucieus of essential skilEs needed to  
begin the adventure. Their cards are msrked with an open {rather 
than solid) black botdsr. If othm player characters are needed, t h y  
may be drawn from the remaining nine character cards. 

Each character has been pregenersted in accordance with the 
Traveltsr charscter generation rules. In addition, a few details have 
been added to provide some background and other information. 

Under Service. ssch character's former service is  shown, along 
with the number of terms which were mrved. and the date on which 
the ind~vidual mustered out, 

Under Biffhd8t@, the date the character was born is shown. 
Under Birthworld, the actual world an which the individual wss 

born IS noted. Following the slash is the subsector the birthwwld 
is in. After the subsector, the univenal planetary profile for the wwld 
is given. All birthworlds are located in the Spinward Marches. AII 
characters except Zilla Peguneng and Tharrin Artizabenes are Im- 
perisf citizens (honorable service in the Imperial a r m d  forces is suf- 
ficient to  sllow acquisition of Imperial citrzenshipl. 

Under Comments, the individual's service history is briefly re- 
counted to show where he or she has been for the past several 
years. If characters compare notes, they may find that they know 
each other, have served on the same worlds, same ships, or in the 
same areas. Proper role-playing can (and shauldl easily allow the 
existence of prior acquaintances. 

Aayers should retain their character cards during their d v m t w e s  
in the Bowmgn system. If they wish, they s h l d  be allowed to keep 
the character and use him or her in future campaigns, as well. 

Mon-Player Characters: The pre-generated characters may also 
be introduced as non-player characters travelling with the adven- 
turing group. The r e f m e  controls these Ron-player eharacrm. Their 
uses are many; they may supply important skills needed by the 
group, but not held by a player character: they can serve as sources 
of knowledge or inform8tlon; they also give the referee a voice in 
the movements and actions of the group Itself. 

For example, s group of plsyer-characters from an existing cam- 
paign is to  be used in play of Beh'Sirike. The group, however, does 

not include s character with mediisl eklll, though me is needed to 
fill out the required crew, The referee can introduce Dr. Nushvr as 
a non-player charactiw who can fill this position and supply the need- 
ed skills. The same group probably doesn't includs a belter 
character, so m e  w more such NPCs can be provided to  supply 
needed expertise. 

Similarly, i f  lack of numbers or then method of selecting pre- 
generated cheractsrs leaves a group without aome essential or 
helpful individual, this character can be added as an NPC. The 
referee sbuld treat this MPC strictly according to  that character's 
lim~tations and abilities, and should avoid using any of the om- 
nipotence attached to the referee's position to  influence character 
actions. The character dws, however, provide a useful way to trig- 
ger events or explore options that players fail to  foliow up, and can 
thus be used to  enhance fhs adventure overall. 

The Befter: One character card is provided for "Lucky Ye" 
Jorgensson, a belter who has worked the Bowman system for some 
time. Jorgensson is introduced to the dventuring wrty in the folder 
entitled Ctaimjumpers and may accompany them thereafter. There 
is no reason why this character cannot be a player-charamar: the 
referee can take the player aside, brief him on the background pro- 
vided in the adventure. and let things go from there. Jorgenson can 
also be used strfctly as sn NPC, if desired. His appearance is crucial 
to  the adventure, but them is no reason to  prefer one approach over 
the other. 

THE MERCHANT SHIP 
One of the merchant characters (Shularnikar, if hs Is in us& awna 

the mereham ship Go For Broke, a Type A2 far trader. This ship 
is the sole asset of the Red Ink T rd ing  Cornpsny, which is com- 
posed of the party's members. If BeltStnke is to ;be played with a 
group (a8 from an existing carnpignl which do- not own a ship, 
acquisition of a shlp will be m important goal in order for the adven- 
turers to  proceed with the scenarios presented here. 

ARRIVAL IN SYSTEM 
Any shlp arriving in the Bowmen system goes through the same 

essential process, regardless of whether R i s  priv~tely owned or 
commercialb operated. It breaks cut of jump space a? some distance 
from the bodles of the system, snd then proceeds t o  some specific 
destination. 

&eak Out from Jump 8paw: Tha shlp has jusF emerged from jump 
space, and lies about 50 million klkmerers from Bowman Prima (the 
gas giant). This distance is  necessary because the ship cannot 
emerge closer than 100 dismetws to  any astronomical body. Since 
Bowman Prime has a diameter of 98,000 kilometers. 10 million 
kilometers is a safe distance. Good navigation will place the ship 
as close as possible to  Alpha, location of Garrison Starport, about 
370.000 kilometers out from Bowman Prime. The moon ia about 
9.6 million kilometers distant. 

A mistake in navigation could pEacrr the shlp ferther from the 
dsslmd location (but never closer in). Commercial ships rarely make 
B U C ~  mistakes, but they may occur with private vessels. Throw 10 + 
for a slip in computations to  muse a mistake in navigatFon, with 
a DM of -navigation skill. tf such a mishap does occur, the ship 
will be 20 times 1 million kilometers farther distant from Alpha. 

Moving to Alpha: The trip to  Alpha takes about 12.2 hours at 
24, or f 7.2 hours a? 1-G, as shown on the travel time tables [unless 
an error occurs; timscan then be computed from the formula given 
in Tmller) .  

ARRWAL BY PASSENGER CARRIER 
If the adventurers are arriving in the Bowman system by 8 com- 

mercial vessel (a liner or mercham ship), then they are notlfled of 
arrival in system .by the crew seer the ship merges from jump 
space. 
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High passengers are entertained hy the crew, who will give brief- 
ings about the systern as the ship approaches Alpha. 

Middle passengers are left ze shift for themselves. They may cow 
sult the ship's computer for library data if they wish. fhough not 
all data will 'be available. 

Low passengers, of course, are not even aware that they have 
arrived until &wattend by the crew after t80di~g. 

Commercial ships proceed directly to Garrison Starpon. Daails 
af traffic control concern the crew; passengers simply need to make 
their own preparations far journey's end. 

A t  Alpha, the ship unloads passengers and cargo according t o  
the artival on pfana section of the Traveller activities checklist. Pro- 
cedures for checking through the starport are minimap; there are 
mo customs regulations or inspections. A medical inspection is men- 
datary; individuals found to  harbor infectious diseases are strictfy 
quarantined, and may not leave the port. 

ARRIVAL BY PRIVATE SHIP 
The scenario is intended for a group with their own ship; they 

will be the crew andlor close companions of the crew of a mer- 
chant vessel. As a result, they are more fully involved in the en- 
counter with the Bowman star system. 

The typical activities checklist in Trawbr governs the progress 
of the journey onward to  Alpha. 

The merchant ship is carving a cargo for delivery to the llSS barn 
at Garrison, and the party is thus required to visit Alpha. Their con- 
tract guarantees a bonus for prompt delivery. which should per- 
suade them to travel t o  the starport before undertaking any other 
expformions. 

Arrival procedures ara the same as those for s cornmerciel ship, 
described above. 

AT ALPHA 
The only settlement on Alpha is Gerrison. with its eccompany- 

ing starport and a scout base. The starport, scout base. and settle- 
ment at Alpha are buried into one side of tfw irregularly shaped 
pfanetoid. Alpha is  held in a tIdal lock by Bowman Prime, with one 
s~de always facing the gas giant; the inhabited section of Alpha is 
on the opposite side from the primary. This gives extensive naturah 
shielding against f he dangerous radi%?ion which is found this close 
to Bowman Prime. (Ships under power are n M  affected-part of 
the M-drive generates a low-power screen against radiation and 
meteorite impact- but a power faiiure during approach within a h u ?  
a million kilometers of the gas giant would be fatal.) 

Garrison St-: Any ship. streamlined or unstresmllned, can 
land at Garrison Starport. The facility is  a class D port, with little 
in the way of facilities available. Unrefined fuel can be purchased 
here [but is free by skimming Bowman Prime or gethering in ice 
chunks in the ring system]; basic supplies, sewlee, and so forth 
can also be found. 

The formalities of exit from the starport are few; indeed, since 
thew is no effective government w law level operating in the system, 
regulations are ~cfua l ty  s?ricter in the starport enclosure than they 
are outside. Treat the port area and the adjacent =out base as hav- 
ing e law level of 4. 

Gsrrison: The setrtemem of Garrison is an underground warren, 
confusing to  thevisitor. Groups of characters should throw the in- 
telligence or less of the most inteliigent character, or the character 
with the highest leadership skill regardless af intelligence, to avoid 
being lost. Characters who become lost should throw an extra ran- 
dom encounter; the msuk will aufomstically be taken fmm the 
Traveller random encounters, in the range of 1 1-1 6. 

Prices in garrison tend ?o be 1 5-25% higher [I 3 + 2D%) than 
those given in the Traveller rules. This is true of all food, ledgfng, 
supplbs, equipment, and sew&. CslcuFBte the exact price differen- 
t i a l  on each purchase. 

Delhrery: The adventurers can deliver the mrga brought to 
Bowman to the scout base. They receive Cr50.000 for transport- 

ing their cargo, pks Cr5,000 if  the delhery was made within 24 
hours of their arrival in the system. 

The clerk at the base with whom they deal is  appreciative-the 
cargo was badly needed, and regular scheduled service would Rave 
been far too slow. He offers come unsollic~ted information of soma 
importance to  the group. 

Chances are, he tells them, there won't be any cargo or 
passengers at Gsrrison Starport. Ships operated by Ling-Standard 
Products have nearly pushed all independent merchants out of the 
picture. However, it may be possible ta pick up cargo or passengers 
elsewhere in the system-possibly at the scientific base at Epsilon, 
or even more probably st  Koenig's Rock in the cote of the Bek. 

Their friend adds that there are a few parcels of cargo in port 
awaiting transport to  Koenig's Rock, which might give them a g o d  
start. With settlement so dispersed, he concludes, ambitious mer- 
chants might earn a fair amount just shuttling about within the 
system, until they find a cargo that will cover their expenses out 
of the system. 

A PATRON 

If the advemurem da not awn B ship of their awn, the scout base 
ancounter may be replmed by the ipituat4on described in this section. 

Soon after their arrival a Garrison, one of the advenrurers receives 
a message ssking for a meeting "to discuss matters of possible 
mutual profit." It is signed R. Gsrrak, a name which inquiry wil! 
determine belongs to one of the Isrgest expedition brokers in 
Garrison. 

Gazrait meets the group in one of Garrison's less disreputable 
b r s ,  and buys drinks for all. Gclrrait has dealings all w e t  the system, 
backing various independents, selling supplies, purchasing ore and 
other finds. A large expedition is to be outfitted at Koenig's Rock; 
Gazrsit warns r e  transport a large cargo of supplies there. Unfor- 
tunately, the crew of his single serviceable ship-an ancient far 
trader with inoperative jump drives {but otherwise in fairly good con- 
dition)-got themselves into trouble with a gang of rowdies from 
LSP. Three are in the hospital; the rest resigned after the encounter, 
scared to  continue worklng for Ganrait when LSP is increasing 
pressure to rnmopolise belt exploitation. 

Garrait needs a crew to  take supplies to Koenig's Rock lor 
wherever the referee would like the players to  go). Hs'H pay stan- 
dard salaries plus 50% to each of the party. in addition, they have 
free use of the far trader for as long as they remain in the system- 
subject, of course. to  Gazrait's needs for deliveries and 
transportation. 

f he following are the bsgInnlngs of several adventures based In 
the Bowman system. 

The Ring Station: During a visit t o  Garrison, one of the sdven- 
turers is approached by a recruiter from Rainbow Enterprises, a m a 8  
company holding the major contracts for supply of ice to Garrison. 
Bifrost Station, the facility built at the edge of Bowman Prirne'a 
magnificent ring system, is in need of skilled employees of at1 kinds, 
particularly those with technical sklls-computer, engineering, elec- 
zroniw. jack-of-all-trades. etc.--andlor zero-G repair experience. The 
recruiter offers an unusually high salary for anyone caring to work 
for a six-month term st Bifrost, which has a chronic shortage of 
skilled employees of the types specified. 

Referee's Note: Responding to  the offer of work at Bifrost will 
lead to  a six-month contract at an excellent rate of pay-Cr80M1 
per month, plus free room and board. Almosr any types of skills 
qualify sn individual for an opening at the station-even medics and 
cooks ars in short supply, 

The r e a m ,  of course, is thet the B h s t  safety mmrd is suspect. 
Since e rnessive power failure caused the ~o!l&pse of the radiation 
screens that pFotgCt ?he station from the lethal radiation zone around 
Bowman Prime some yeaw ago, the station has had trouble hiring 
trained personnel who had any hope of getting berths other places. 
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Actually, safety has been beefed up quite a bit, and the chance 
of a faiture is minimal (roll 12 + once every 6 months). However, 
any character with V ~ C C  suit, zero-G environment, mechanical, or 
e(e~tronics skill is likely to be put on an external maintenance detail. 
It is necessary far these individuals to  go outside periodically, which 
exposes them to a radiation hazard. 

A character who works more than 3 hours in radiation per week 
takes 1 D points of damage ageinst endurance; this is a permanent 
reduction. 

The work tends to  be routine and unexciting, but lucrative, and 
carrres plenfy of chances for interesting problems and situations 
at the ~eferes's whim. 

Corporate Intrigus: Signs may turn up of irregularity on the part 
of L~ng-Standard Products. This may attract the interest of the 
adventurers, particularly in the wake of encounters such as that 
In the Claimjumpers scenario. Discovery of some form of wrong- 
do~ng could Isad to  blackmait or other opportunities that might turn 
the situation to good advantage. 

Referee's Note: Dishonest actions on the part of a megacorpora- 
tion are always a good source for adventure. One excellent thrust 
for an adventure situation would be the discovery that LSP was 
using the &owman system as a cover for a steady trade of elec- 
tronics components and other high-tech gear into the Sword Worlds, 
which as an enemy in the frontier war is naturalty under a trade 
embargo. Because Bowman Prime lies outside the tmperium, it is 
possibre to conduct this trade without more than a few basic 
precautions. 

Adventurers who mumble across clues of such aqivities (through 
rumors, random encounters, etc.) may be sufficientFy motivated ta 
track down proof of the action, with the result of an effective 
bfackmail tool or, perhaps, a chance to obtain the gratitude of the 
lrnperium by revealing this secret trade. 

Cache: Dur~ng the f hird Frontier War, and immediately theredter, 
Sword Worlders made use of caches of supplies and equipment 
among rha asterords of the belt. Repons or rumors may suggest 
the possibility that one or more such caches may still lie concealed 
somewhere in the beft. 

Referee's Note: A scenario involving e Sword Worlds cache wouM 
be relatively straightforward. 

The cache will contain weapons, components. and equipment 
of up to  tech level 1 1 ; thaugh old and of antiquated pmern, much 
of the equipment will be perfectly usable. Players may find this a 
useful way to  acquire hard-to-find weaponry, or may opt to sell the 
equipment, either in bulk or piecemeal. 

Espionage: The Bowman system, with i ts  location at the edge 
of the subsector and Its general lack of government and law en- 
forcement. makes an ideal place for Sword Worlds agents to work 
their way into positions from which they can filter into the Irnperiurn. 
The llSS Security Branch periodically tightens precautions against 
such spies. The adventurers may be caught up in such a clarnp- 
down and subjecf: to  suspicion (especially any non-citizen8 among 
them); contranwise, they may be hired to  help the I1SS flush out 
a suspected nest of agents, or even be approached by Sword 
Worlders either openly or covertly. 

Referee's Note: Any form of espionage scenario gives p l~yers  an 
opportunity to exercise their wi t  and ingenuity, instead af brawn 
or firepower. 

it will be necessary for the referee to  come up with the specific 
circumstances of the espionage situation, end play out the oftan 
complex layers of a cat-and-mouse game. An attempt to  smoke mt 
a cell of Sword WorFders might turn up unlikel~ possibilities-a con- 
tingent of LSP personnel, or a mole within the HSS organization 
itself. 

The referee may want to  consider combining this situation with 
one of the others, such as the corporate intrigue or the quest for 
the lost cache. 

Bdt  War: The rift between LSP and the various independent belt 
miners has been deepening steadily, what with LSP's attempts to 

gain control of the system and the high-handed behavior of many 
of LSP's employees. This could coma to  a head at any time, 
precipitating a series of clashes between belters, waging a guer- 
rilla campaign of sabotage, and the mercenaries working for the 
megacorporation. As in all cams of mrmoil, this situation possesses 
many opportunities for the adventurers. 

Referee's Note: Violence between belters and corporate pemon- 
nel can serve as the backdrop for a number af adventures. Many 
alternatives are possible. The group might hire out with LSP's 
mercenary forms and become invoked in combat operations among 
the asteroids. Or they can loin the belters, mounting sabotage mis- 
sions against corporate installmions or leading hit and run missions 
through the be&. The detaik must await the referee's discretion 
and creativity. 



Folder 2: 
On the Rack 

This folder deals with Koenig's Rock, a center of the belt mining 
industv deep in the care of the belt. I t  provides background and 
information on situations arising from visits to  an outpost where 
taws and law enforcement are nonexistent. As such, it can serve 
as a model for use in almost any widg-opan beker settlement, even 
one that may be found In a more clvilired system. 

A map of the underground settlement of Koenig is included in 
this module, and a key to the map as well as further information 
on fhe Rock are found In the Bowman system reference book. 

KOENIE'S ROCK 
A large but unexceptivnal planetoid, Koenig's Rock was first used 

by the Imperial Wavy as an advanced post during mopping-up opera- 
tlons agarnst Denisov's pirates; & was retained as a Fleetwatch &a- 
tion to monitor possible activkties within the belt, in the hopes of 
preventing a repetition of the actions which led to Dsnisov's opera- 
tions. A small settlement grew up on the Rock, catering ro the m d s  
of military personnel in this desolate corner of empty space. After 
the Navy packed up their operations and left, the establishments 
shifted their emphasis to the support of the belt mining industry, 
which was beginning to  blossom. The navel stmion was occupied 
by civilians, re-christened Rockporr, and given over to  servicing ships 
(while the bars in the older civilian section saw to the needs of the 
belters). 

Rockport: Rockport is a small (type El port facility, managed by 
a Port Warden appointed by the Koenig Mercha?t1s Association. 
Th~s group is a loose essmi&ion of the major business owners in 
the Rack, and thus represents the collective interests of the most 
important citizens of Koenig's Rock. 

Rockport is equipped to  perform basic service on visiting ships. 
Fuel is available at Rockport; it is b m g h  in by blters who discover 
ice asteroids, supplemented by bdk  loads shipped in from Garrison. 
Fuel costs Cr200 per ton at the Rock, and is unrefined; an ice 
asteroid sold a t  Rackport brings the discoverer 0 1 5 0  psr ton, plus 
free fuel ta top off the ship's tanks. 

Kwnig: The settlement proper is omciafly named Koenig, but 
tends to  be called many other names, few of them printabke. It is 
not a targe settlement; it consists mostly of a handful of bars and 
similar seedy establishments. plus a few more leg~timate businesses 
catering to  the betters' trade . . . chandlers, brokers, a handfd of 
company purchasing agents representing various corporations 
which ded with Bowman, and so forth. In point of fact, the bars 
are the most important places of business, for they are the centem 
of operations of a number of indlviduala who owrats  dubious 
ventures. 

Koenig's Rock has complete facilkies for the sale of ore or min- 
ing claims, and the autfrtting of bekt expeditions. k serves as a corn- 
man point of origin and final destination of many a voyage into 
Bowman's belt. Between their travels. the beltars who frequent the 
Rock blow off steam rn time-honored ways-ways which have 
earned the Rock a reputation for lawlessness which has become 
proverbial throughout the Marches. 

Referee's Information: 
The adventurers, for One reason or another. will eventually set 

their caurse for Koenig's Rock, whethar to  seek out new business, 
fulfill a patron's contract, or as part of an attempt t o  mount their 
own belt mining expedition. Various interesting possibilities for en- 
counters and adventures await them.. 

IN THE ROCK 
Upon arrival at Kaenig's Rock, the party can offload their cargo, 

dekivering it to the Rockport warehouse. Representatives of the in- 
tended recipients will arrive fo check in the cargo and pay the 
transport costs. Beyond this, formalities are at a mfnirnurn. 

The Rockport Port Warden will offer the party the chance ta  pur- 
chase fuel (Cr200 per ton unrefined), servicing [at roughly 25% over 
basic costsl, and supplies lagsin, at 25% over standard). He slso 
offers the group, on behalf of the K m i g ' s  Rock Pmection Associa- 
tion, a "securiry service" peckage for Cr500 per week (in addition 
t o  standard berthing fees), which includes two security guards 
posted to  watch the ship, and an insurance policy covering van- 
dalrsm and Mher damage which might occur to the ship while k 
is  in port. 

R e f a m :  Tlhe group is under no abligation to  purchase the security 
package, which appears at first glance to  be just another way of 
running up charges. However, because of the absence of law en- 
forcement at Koenig's Rock, tbe group that passes up this package 

+ 
leaves itself open to possible trouble. Each day, a roll of 8+ must 
be made to  avoid accidental or deliberate damage to  the ship-by 
vandals, or bye group of drunks causing a disturbance on tl-lair way 
back to their awn ship, or by some other party (including, rumor 
has it, the agents of the KRFA itself), A DM of -4  is appl~ed i f  the 
adventurers have become involved in any fights or disputes during 
their visit, with s DM of + 1 for each adventurer or guard posted 
to keep an eye on the ship. 

I f  the rolt is  not achieved, the ship may be defaced, or pieces of 
external equipment damaged, etc. Should adventurers be present, 
the referee may work out the encounter in dmail: if not, they will 
find the damage done when they return to the ship from an excur- 
sion elsewhere. The damage will be woflh 20 x 100 credits. 

Pohts of tnfemst: The Koenig's Rock settlement is not particularly 
large, but there are several places adventurers may wish to  visit 
in the course of their stay. 

Various companies keep small offices s t  the Rock, each with a 
minimal staff. These companies bid on dairns brought in by bekers, 
provide backing for expeditions, purchase ore, and provide other 
services as appropriate. The Ling-Standard Products office is the 
largest, and obviously overshadows the others. 

Several shops and stores provide supplies and equipment of all 
kinds. Adventurers may wish to  purchase various types of gear. 
Almost anything within reason is available (though there won't ba 
much of a market for open-air camping gear or vehicles of any kind). 
Prices tun 25% over base price; due to  scarcity and demand. items 
above tech level 9 run even higher. No law level restrictions are 
imposed, of course, but an item normally not available except 
through extra-legel channels (psionic drugs, for instance) will stilt 
not be sold over the counter at the Rock. 

Bars, casinos, and other such businesses ara present in Koenig. 
Characters are free ta indulge in whatever forms of entertaknment 
suit them be&: gambling, drinking, or whatever. The bars also serve 
as good places to meet potential patrons, or people with the con- 
tacts to acquire particularly unusual or illegal items. The referee 
should use the usual procedures governing streetwise skill to resolve 
specific attempts to acquire particular items or information. Com- 
mon sense should also prevail. Bowman is  a backwarer system; 
many items won't be readily available. though the individual con- 
tacted may have s source in some other system. Prices for such 
things will be exorbitant, but the referee shoufd always feel free 
to have the contact set a lower price and ask the adventurers to  
perform some job of a difficult or illegal nature. This is a good way 
to  generate additional adventures. 

The bars slso serve as useful places for a w~riety of rumors, en- 
counters, and other sjtuations frem which an adventure can be built. 
Tables we provided, to  regulate these activities. Some specific con- 
cerns are discussd below. 

RUMORS 
While in Koenig"~ Ruck, the achcmturers will naturally hear rumors, 

most of them associated wirh mining operations in the belt. The 
most imponant of these will indicate two specific regions of the 



belt that may be of interest: the cumm producing area and the 
rumored rich area. f hem 8m etreas where belters fmus  their attek 
tion due to  discoveries that have been made (or ate thought to have 
been made]; the cfrences of making a find ere slightly better, but 
so are the chances of meeting other, posslbly unfriendly betters. 

The C u m  Pmduchg k= This area is one M i c h  has been pro- 
ven to  be a solid source of interesting finds. When mining the cur- 
rent producing erea. all rolls made to  determine if a resource is  ac- 
tually (as opposed ta potentially) present are given a DM of + 1. 

The Rumored Rich Area: Once this araa's location in the belt has 
been determined (see Belt Cartography, below), the referee may 
determine which of the valuable finds (radioactives, dense metals, 
crystals, or, perhaps, artifacts) is rumored to  be present. This does 
not necessarily have to be the most likely or most commonly 
available resource in that segment of the belt, but should not seem 
too unlikety, eiti-ter (dense metals are going to be more common 
where nickel-iron asteroids are found -the inner belt). 

Once the refer- has selected the resource, all scanning done in 
the rumored rich area is subject to a speciai procedure. M e n  the 
scanner rolt indicstes that something interesting has been spotted, 
the referee should roll 2D before consulting the scanner potential 
table. If the result is 8 +, the rumored resource is picked up as the 
potential. Should that roll fail. use Zhs potential Eebie as usual, but 
resulzs indkcgting the rumored resource should be treered as being 
the most likely resource for that pofiion of the belt, instead. 

The &ree may consider fhis to represent the tendency of most 
perBOnS to  interpret scanner reports according to their own pre- 
judices. ff they are looking for radioactlves, they yilt tend to  see 
radioactives i n  maw anornatous scanner readings. However, there 
is also a higher chance of actually discovering the resource in quesr 
tion, since rumors of this kind are frequently based on fact. The 
referee may wish to  offset this by reducing the chance of actual 
presence of the find. or the extent of the discovery once it has been 
found. 

Belt Cartography.: A map included in the Bowman system 
reference book shows a general representation of the Bowman 
system. The beh has been divided into octants, as well as being 
divided by inner, middle, and outer zones. 

When a rumor produces the current location of tbe current pm- 
ducing area er the rumored rich ares, the referee shodd determine 
where it is: s particular octant {and within th6t octant, one of ofe 
three zmsj ,  one of the Trojan points. cw the gas giant's ring system. 

The onants ere not an ebsofute; they are an arbitrary reference 
grid for the use of the refme, srtd are not actually used fw anything 
bwt random assignment of mlatlve locations. 

The map can elsa be us& to  calculate point-tepoint distances 
[and hence. travel times) with greater accuracy than th stendsrd 
travel times &arts atlow. If both the point of origin and the destina- 
tion are known, the distance can be measured and plugged into the 
travel time formula in Tnrveblat. If a random location is required, 
use the same table as is used for locatfng the current producing 
or rumored rich areas. 

Of course, asteroids don't really stand still; over tha course of 
time. they move from octsnt to mew. The time required for this 
is such that it is unimportant to an adventure, but purists msy can- 
suR the formulae for orbital period in Book 5,  Scouts. The current 
producing area, the rumored rich tone, Koenigk Rock, the f rojan 
Clusters. Bowman Prime, and tRe currerrt location of the adventurers 
will all change in relation to  one another as time passes. This should 
be considered strictly optional, and is probably a needless complica- 
tion for most groups. 

ENCOUMTE'RS 
Instead of the usual encounter process, all forms of encounter- 

patron, random, and rumor alike-are cortchmed off of a gingletaMe, 
whish is consultad once each day if adventurers viait Kmnig. f he 
result indicates the genefa1 n m r e  of the encounter; from that point, 
the referee can build the situation aa desired according to standard 

procmlum for reactions ~ n d  The referee's own intentions for the 
adventure. 

UFE OW KOENIO'S ROCK 
Kwnig's Rock is a law revel O smlement, and adventurers w l  

naturally look upon this as a golden opportunity t a  behave as they 
wish without fear of retribution. I t  is a frequently overlooked fact 
that the rack of law and order at such a m b m e n t  works 8s much 
against the advenfurers as for them. 

Adventurers who s t d l  around armed to the teeth and prepared 
to use their weapons in their everydw de~slggs-such 5s ordering 
drinks or making withdrawals from the local financial institution- 
may be somewhat disappointed when they dtscover that the 
barkeep or the teller they are dealing with is equally capable of pro- 
ducing weapons and using them to  restore the customary balanee 
of customer relations. 

Koenig"~ Rock is a rough place. The lack af law enforcement most 
frequently means that the adventurers will have to  be prepared to  
defend themselves from trouble, and will probably not want to  cwn- 
pound their difficulties by actively looking for It. If they make 
enemies, they must be ready to  face the prospect of nn ambush 
or an act of vandalism later on. This aspect of life in Koenig" Rock 
should be made clear as the group's visit proceeds. 

Private bodyguards. bouncem, and security guards are common 
at the Roek; they can be hired for Cr 200 per day. Adventurers may 
want to hire out as bodyguards during their stay-it's an excellent 
way to pick up some money, but they should be prepared for some 
rough encounters in the process. 

Mast of the bars and other entertainment facilities have a gun- 
check rule; firerarms and energy weapons must be cheeked at the 
door i f  an individual WaMS to go inside. This is done to  limit the 
n u m b  of fatalities and the amount of damage from the occasional 
quarrel or drunken brawl. Of course, concealed weapons are 
sometimes stili brought in. nnd blade weapons are not limited, so 
there is still considerable scope fur violenca. 

A BRAWL 
During the group's stay at Koenig's Roek, as h e y  are tooking for 

potentially interesting work, the fofFawing special encounter may 
be ifitroduced. 

The tSP w: Om of the ships currently docked at Koenig's Rock 
is Mining Platform 17, a large mining vessel m e d  by ling-Standard 
Products. The l5Qrnan crew is relaxlng between projects, awaiting 
reports from far-flung LSP seekers looking for a new find of interest. 
Rotating fiberties altow groups of the crBw to venture out for nights 
of carousing end gambling. 

During a visit to  one of the Koenig bars, the adventurers will notice 
a group of them LSP crewmen clustered a? sevwsl tables in the 
middle of the room. The LSP party acts r-r superior to the various 
independems in the room, and tends to  push around just about 
everyone in sight. A t  some point, they will notice the adventurers, 
and will make rude comments and nasty remarks about the group, 
their ship, their services, etc. Any hint of response from the group 
will be the signal for a fight. 

The LSP party should significantly outnumber the adventurers, 
but severst of the belters in the bar may c m s  to their aid. 

The encounter serves several minor purposes; it is primarib meant 
to  entertain (livening up the proceedings on Kmnig's Rock, and 
bridging the gap b e t w ~ m  the group's arrival and the beginning of 
their actual adventuring activities), but it also brings attention to  
the presence of the LS? mining platform (which will be of Impor- 
tance later), end, finally. can act as 8 jumping off point for adven- 
tures other than those outlined in these folders-encounters with 
S P ,  introduction to  belters who get involved, etc. 



Random Encounter Tabta 

I ;; I ;D / Thug. 
Expedition Outfitter 

Die 
11 
12 
13 
14 
15 
F6 
21 
22  
23 

Rumoc Current Pr~ducing Area. 
Belter (patron) 
Belters G 
Crewmembers (patron) 

Qty 
1 
2D 
1 
40 
1 
- 
1 
3D 
- 

Researchers + 1 

Type Remarks 
Broker {patron) 
Workers - 1 
Swindler (patron. source1 
Drunken Mob - 1 
Better Ipatr~nl 
R w m c  Current Producing Area. 
Rogue fpatron, source) 
Rowdies L 
Rumor: Referee's Choice. 

Rogue {patron, source) 
Rumoc Referee's Choice. 
Shopowner (patron) 
Adventurers + 1GA 
Hijacker Ipatmn) 
Tourists + 1 

I 45 I I Smuggler (patron, source! 1 
R u m c  Rsfaree"~ Choice. 
Arms Merchant 
Merchants 
Pirate 
Belzers 

SPY 

+ 1 LGA 
[patron, s~urcel 

G 
(patron) 

56 1 - ] Rumoc Rumored Rich Area. 
61 1 1 I Scout Pilot + 3GAL 
62 2D LSP Securiw Guards 
63 1 1 I Scientist ( ;I :"("""a" 

Port Warden 

(patron) 
(patron) I 

66 1 - 1 Rumor: Rumored Rich Area. 1 
Remarks: The foFlowing codes apply. L: leader Is present. G: 

armed with guns. A: wearing armor. -N: tower than locat tech 
level by N. + N: higher than local tech level by N. Normal tech 
level 1s 9. 

Parran indicates an individual who may be used 8s s patron. 
Source is a possible source of informat~on or equipment of an 
ord~narity illega) nature. 



Claimjumpers 

This folder deals with a belt mining expedition in search of an 
asteroid deposit of graat value. It gives pl~yers an opportunity to 
make use of the belt mining rules outlined in the belter's handbook, 
and provides information to atFow a referee to sdmFnister adven- 
tures invotving bek mining in the Bowmen syatem. 

THE BELTER 
One evening. while the adventurers are in one of Koenig'~ less 

disreputabbe nFght spots, they ere spproached by a down-on-his- 
luck beltar named Johenn Jorgmsssn. Jorgensmn, also known 
the somewhat inappropriate nickname "Lucky Yo", asks if he can 
sit with the parw and discuss e business venture that offers, he 
says, a fantastic opportunity for profit for tall of them. 

Jorgensson then proceeds to tetf his tale, stressing the prospects 
for riches embodied in the story. 

Yo and his partner have worked the Bowman belt for yesrs in 
an ancient, type J seeker, Several months ago, their money run- 
ning low, the partners borrowed heavily (using the ship as collateral1 
to  finance one lasf attempt to -up their years of work. For week 
after week they probed the belt fringe, searching for e worthwhile 
strike. Each time they thought they'd made a find, i t turned out To 
be a false lead or a deposit of metals too small to make much of 
a difference. 

Finally, as the partners were nearing the e d  of their supplies and 
fuel, and were talking about heding back in, it happened. They 
checked out a scanner repork which indicated a pptential deposit 
of radioactives . . . and found a dews& big enough to pay off all 
their debts and leave them both multi-millionaires several t i m  wer. 
But the strike didn't mean a change rn their luck-ill fomne do~ged 
at their heels. First Yo suffered an accident: his vacc suit face ptate 
was shanered when an explosive charge blew too esrhf and threw 
rocks a t  him. His partner rescued him and got him into the ship 
before the makeshift patches hastily applied to the leaks gave way. 
Yo was out of action for a day, and had no spare helmet for his 
suit, even if he hadn't been injured, sa his partner wem out to com- 
plete the survey work and plant a claim Macon by himself. 

The partner never came back. Yo never knew for sure what went 
wrong, but thinks is was a malfunction in the beacon mechanlsrn. 
 here was an explosion; Yo saw his parh%?r try to leap clear and 
get back to the ship. but he missed his target. His suit, breached 
by fragments, lost air faster than he cwld patch it, and he just drifted 
off, beyond help or hope. The beacon was completely destroyed; 
nothing happened when Yo attempted to trigger the remote beacon 
controls. And There was no way to get a new one. 

Yo reasoned that he could still manage to work evewing out. 
If he could equfp for another expedition, he could use the computer 
navigational records to retrace his steps to the treasure trove, plaM 
a new beacon. and thus rum disaster into triumph. But one last 
disaster still remained; only a few hours out of Koenig, he was 
jumped by a hijacker piloting n seeker-the typical type of renegade 
belter who turns to stealing from others when he no longer feels 
he wants to slave away to locate his own finds. Yo managed to 
escape the encounter. . . but his computer system tsok s hit, and 
the precious data on the asteroid's orbit wss lost when the naviga- 
tion system crashed. 

Now, back m Kwnig, Yo hss hit bottom. The loan against his 
ship will fall due within a month, and the outfitter who advanced 
the money has impounded the ship to keep Jorgenssm from skip- 
ping. And few of the outfitters at Koenig will give Jorgensson's 
story so much as a hearing. for they% grown used to  his asser- 
tion that success is "just around the next turn" . . . they no longer 
believe him and his stories. 

Jorgensson stubbornly asserts that his story is truth. He no longer 
has anything-no partner. no ship, no mmy-bwt he knows enough 
of the coordinNes he and his partnet were working to get a ship 
close to the right place. He has watched the adventurers for a few 

days. and thinks they couM be his ticket out of ruin. 
Yo proposes a partnership-his knowledge, the ship end money 

of the party-with each person taking en equal share of the pro- 
ceeds from safe of s claim to the discovery. Yo's rough estimate 
(the survey data was never quite complete, thanks to his partner's 
accident) indicatea that the deposit comprises between 1 ,OM3 and 
10,000 tons of radioactives, with a rough market value of 
CrS00.000 per ton. The potential value is for enough money for 
each of the party to become wealthy. 

R d m d r  Note: If Y o  is t o  be a player character, he should be 
briefed on this background, and then allowed to approach the rest 
of the group with the offer. 

Mounting an Expaditton: f ha biter's handbook covers alt the ap- 
propnate concerns for assernbbng an expedition, including descrip 
tions of sevarab pieces of equipment that may prove useful. All prices 
on Koenig are roughiy 25% over their basic value. 

I f  the adventurers need additional money, an expedition backer 
may be sought, but wijl take a percentage of the profit. Should an 
outfiner knaw that Yo is connected with the group, apply a DM 
- 3 to reaction rolls mads for the individual. 

Referee's information 
It will take up to six weeks to  make all of the necessary prepara- 

tions for the expedition: 1 D should be rolled for the actual time. 
The delay is caused by the tack of any ore samplers for sale at the 
Rock; it is necessary to order one from Garrison and wait for it to 
be shipped in. (The adventurers may prefer to  trevel back to Alpha, 
and then mount the expedition from there; this is perfectly 
permissible.! 

ff the ship being used does not belong to the advemumrs, the 
ship's owner must be treated as one of the expedition backers, be- 
ing given a percentage of whatever profit is made from the trip. 

JorgensmVs Slip: During the course of the preparstions, a poten- 
tially dangerous problem crops up. Jorgensson shows a regrettable 
fondness for Iong nights of carousing among the Koenig bars, and, 
when he drinks to excess, Re tends to lose control of his tongue. 
On at least one occasion, adventurer3 should discover him, roar- 
ing drunk, boasting of the imminent change in his fortunes 2 0  the 
universe et large. There are a number of individuals in the bar, in- 
cluding a handful of officers from the LSP mining pFatfom #if! aT 
Rockport. These individuals are observed looking thoughtful and 
discussing something earnestly as Jorgensson's drunken spiel 
comes to sn and. 

Referse's Motes: If Jmgensson is a player charmer, this particular 
sequence could be nornewh* difficult to handle. If at all possible, 
the referee should enlist the aid of the player controlling Jmgensson, 
encouraging him to role-play the better in an appropriate manner. 
Unfortunately, this may not always be possible; the player may in- 
sist that he would not do anything as foolish as boasting about the 
discovery, even while drunk. 

As an  alternative, the referee may set up a situation in which 
Jorgenssm's origins1 discussion with the adventurers is overheard. 
or could develop some other reasonable way for the secret to leak 
out. 

The EapedWm Beglns: When the adventurers have completed 
their preparations, they may set otrt. If anyme thinks to check, the 
LSP mining platform has already deperted, just a short time after 
the encounter in the bar [or a few days before the adventurers set 
oud. The location of Jorgensson's strike should ba determined ac- 
cording to the tables presented in the folder On the Rock. (Treat 
it as a rumored rich area.) 

THE EXPEDlTlORl 
The course of the prospecting expedition will follow the basic 

outlines of the procedures given in the belter's handbook. However, 
certain special considerationa enter into the resolution of this situs- 
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tion, and should be tsken Fnto account. 
Tho Folbww: As encounters are resolved (see belowf, there is 

an excellent chance that the advenaurers will become aware of the 
lam that they are being followed. Each time a ship encounter is maw 
dated by the encounter process, a 20 roll of 7 + wilt indicate that 
the ship in question is a type J seeker. Each time that this result 
comes up. determine which character or characters are on watch 
at the time (this can be essentialfy random), and then allow those 
characters to recognize soma aspect of the ship i f  they rall in- 
telligence or less. 

Should the 7 + throw not be made. use the standard ship an- 
counter process; if a type J ship appears through this rofl, it is not 
the same ship. 

The suspicious ship is a seeker belonging to Ling-Standard Pro- 
ducts, detached from the mining platform and assigned to  track the 
adventurers in hopes of discovering Jorgensson's aeoxoid. W t h  
the superior avionics and tracking gear aboard the seeker, it is  
generslly able to  hang back just at the edge of fhe adventurers' scan- 
ner range, but sometimes comes closer and betrays itself. 

Once the adventurers realize that a ship is following fhem, they 
may wish to  do something to  lose the other, or t o  force a confron- 
tation. They have no way of determining the ownership of the trail- 
ing seeker; thus they may want to discover this information. The 
referee should regulate the flaw of events based upon the actions 
of the adventurers. An attempt to  evade the other will be difficult, 
since it has an equal performance and superior sensing gear, but 
creative players may find a way t o  use an asteroid to  concest a 
change of vector or mask an attempt to  shut dovd power and allow 
the seeker to  pass. Success should depend upon the originality and 
feasibility of the plan. 

The party may also attempt to force a confrontation, perhaps 
through faking a discovery, or a phony distress call, or some other 
means of drawing their tai! into a trap. The behavior of the LSP 
vessel will adhere to that outlined below in Confrontation in Space. 

Finally. the group could merely turn on their pursuer and engsge 
in combat. In this case. m o l v e  the battle according to  the Traveller 
space combat rules. Regardless of the outcome, a massage from 
the eSP ship wil! summon a~d-the mining platform itself and six 
other seekers are lurking no? far off. Once a bmttle takes place, the 
LSP force will move to  capture the adventurers and force Yo to  lead 
them to  the asteroid. 

If Yo is an NPC, an offer of s sufficient sum of money balanced 
against a threat of an unsuited spacewelk should persuade him to 
cooperate; the fate of the adventurers would ba Itma certein, and 
could surely lead to a number of other adventure situations. If 
Jorgensson is a player character. all actions and events are up to 
the interaction between the referee and the players. 

W t i n g  the Asteroid: Jorgenswn knows the approximate COOK- 

dinates and orb~tal elements of his asteroid, but not the actual 
figures-he csn get the party to  the right general area, but ordinary 
prospecting will be necessary to  actually lorate the deposit. 

As the expedition begins. the referee should set a number be- 
tween 113 and 60 (the best random way is to  mfl 2D x 5, or the 
number can be delibrately chosen ta establish a given degree of 
diiiculty in re-discovering Yo's find). Thereafter, mch time the party 
investigates an asteroid, the referee should roll t D, and kmp tract 
of the cumulative totar. When this total reaches the number deter- 
mined previously, Yo's asteroid is located. 

Throughout their search. the group should be subject to  all the 
usual prospecting procedures-including the special case noted in 
the previous folder for exploring the rumored rich area. It is  possi- 
ble that the group will make other, equally valueble diseover.ies as 
they search for Jorgensson's find. Jorgensson will reccqnize ''his" 
asteroid when it IS located. and will know if a strike is a rediscovery 
of his find or a brand new one. 

STRIKE 
Sooner or later, the advemurers will locate a vatueble find-either 

Jorgensson's asteroid or another discovery of value. All the usual 
procedures for investigating and surveying the find must be fol- 
lowed. Jorgensson's asteroid is s large planetoid; the sire of the 
deposit is in the range of 100- 1 0 0 0  tons (the Initial survey work 
Jorgensson and his partner carried out was incomplete, and 
distomed by over-optimistic waEuations on Jorgensson's part). Still, 
the base vafue of the claim may be as much as Cr500,000.000--a 
substantial find indeed. 

The adventurers should complete their survey. plant a claim 
beacon, and. probably, mine a sufficient BmOUM of ore to fill all 
or part of their cargo bay. All of this follows standard procedures, 
as outlined ekewhere in this package. 

Confrontatbn in Spacs: Unless the group discovered and deslt 
with them previously. the folFowers tn LSP's seeker will take note 
of the discovery made by the adventurers and alert the mining plat- 
form. The LSP expedition's captain, having learned of the valuable 
deposit, has decided to move in and claim the asteroid fox himself - 
and earn a 5% commission. In order to accomplish this, he must 
prevent the adventurers from establishing and registering their prior 
claFrn. 

The mining platfonn will still be some distance away when the 
seeker makes i ts move against the adventurers. LSP's object is t o  
eliminate the claim beacon [which can actually be done almost any 
time) end prevent the adventurers from delivering their computer 
navigation tapas, identifying the specific orbital elements of the 
asteroid to  Koenig's Rock or Garrison. 

The LSP captain is greedy and ambitious, but not pefiicularly 
ruthless. He will order his people to  do wha? they can to  prevent 
theadventurers from leaving the vicinity of the asternid. but he will 
opt to  attempt capture, and leave the advenfurers with a smashed 
computer and no wey to  prove their claim. Only in the face of pro- 
longed resistance will there be an active attempt to  destroy their 
ship and kill them. 

The first atteck wlll be made by the seeker, and will probably be 
mounted during the survey ar mining work while part of the crew 
is on the asteroid. Four men are aboard the seeker, all equipped 
with vacc suits and l a m  rifles. They will attempt to  catch the ground 
party by surprise, and then use hostages to  force their way aboard 
the adventurers' ship. 

If the adventurers can defeat this first group, the mining p l a t f m  
and its supporting seekers will arrive 1 D hours later. This force will 
be much more difficult to overcome or elude and, if the first at- 
~acl(er8 have been eliminated, will not hesitate to  kill the 
adventurers. 

Naturally, i f  the pursuit was shaken prior to the discovery of the 
asteroid, this attack wifl not materialize. However, seekers will be 
sweeping the general volume of space, and on a rall of 9 + per en- 
counter, any ship encounter made after the original pursuit is  lost 
will he another LSP-owned seeker picking up the trail. 

Mum to Ciflization: To register their claim, the adventurers must 
reach Koenig's Rock or Garrison and deliver their computer tapes 
to the local Port Warden. The LSP ships will carry the pursuit as 
far as they can, but will not risk starting a mqor battle within detec- 
tion range of a settlement-although there is no autharity th& wauId 
prevent this, such a blatant action by a company vessel would be 
bad for business. They will, however, attempt to stop the adven- 
turers up to  that point. Luckily, the adventurers have the same ac- 
celeretion as the fastest LSP earships: this means that only the 
platform's small craft could actualEy catch up and attempt to crip 
pie the fugitives. Again, combat can be resolved according to the 
TraveZler space cornbat rules. 

If the adventurers manage to lose their pursuers prior to  making 
their discovery, the chance of encountering a questing E P  ship re- 
mains as before (roll 9 + ), rolled for each time a ship encounter is 
t o  occur. Once they f ~ n d  the adventurers, a seeker crew can sum- 
mon assistance in 2Q hwrs;  again, unlsss the adventurers have 
realy erred, they should be able to  maintain their distance against 
anything but small craft. 
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RESOLUTION 

By successfully reaching one of the two pons, the adventurers 
can file their claim. They will probably want to sell it. since it is dear 
that some company more capable of defending itself wit! have more 
luck working the claim. 

Sale of the claim follows the usual procedures. A representative 
of LSP will file the first bid, whatever i t  may be; if the advemurers 
resis? this bid, their next one may be somewhat lower. Once the 
sale is mads, four weeks will be required for verification. 

Payment: Payment for the claim cannot be issued in the Bowman 
system. The purchasing company will i swa  a computer-coded let- 
ter of credit payable at the Independent Bank of Etixabeth. Ore sofd 
at Bowman can be paid for locally. 

LSP: If the adventurers so desire, they can cause Ling-Standard 
Products considerable embarrassment b y  bringing forward proof 
of the attempt to  hijack the claim. The captain of the mining plat- 
form was acting entirely on his own: the action does not represent 

any sort of organized plot by LSP. However, with their current bid 
ta absorb the Bowman system already in jeopardy from public 
resistance, news of this kind could seriously damage LSP's image 
and cause even more problems. 

If the adventurers apply pressure, they can (wRh proof of the in- 
eidentl receive several! concessions from the company. Any 
damages suffered on the expedition will be made good at company 
expense, the offending captain meked, and the company will of- 
fer an attractive compensation in the form of raising its bid. The 
value of the LSP 'bid wit! be increased by 1 P if the players approach 
LSP for restitution. 

SPACE ENCOUNTERS 
Space encounters in the Bowman system follow the rules out- 

lined in Traveller. If the referee desires, the space encounter tables 
below, designed especially for the various regions of the system, 
can be substituted for the starship encounter table in the Traveller 
ruIes. 

Space Encounter TaMe 

Roll for space encounters once each day, or as mandated by the wen t  tables in the befter's handbook. 

M ] 600-ton SubsMirsd Liner. Owned by LSP. 
R I 400-ton subsidized Merchant. Owned by LSP. 

Ship Types 

J 100-ton Seeker. Owned by LSP. 
tJ [ 100-ton Independent Seeker. Operated privately. I 

Code 
A 
L 

I MP / 5,000-ton Mining Platfom. Owned by LSP. Accompanied by 2 0 -  2 
seekers. olus small craft as noted in descnntion. I 

Ship 
200-ton Free TraderlFar f radsr. 
4m-ton btmra2ory Ship. 

PJ 100-ton Seeker. Operated by pireteslhijackers. I Sh 1 95-ton Shuttle. 



Folder 4: 
Archeology 

This module contains information on the archeological work go- 
ing on a t  Epsilon. fifth moon of Bowman Prime. A scenario allow- 
ing the players to  explore the more imeresting aspects of belt ar- 
cheology IS also included. 

SUPPLY RUN 
A t  Garrison, the p a w  i s  contacted by a clerk at the scovt base 

who has been friendly with them through much of their stay in the 
Bowman system. The clerk wishes to  ask a favor of the party. Three 
scientists, visiting Garrison from the archeological digs on Epsilon, 
have been stranded-along wiZh s much needed cargo of suppZies 
for the Epsilon outpost-by an impromptu change in schedule by 
the LSP ship which ordinarily serves the Epsilon digs. 

The scout has promised the scientists that he wilf track down 
an alternate source of t ranseat ion ,  and thought of the party. The 
scientific group will pay charter r8tes for the ship to  run them to  
Epsilon. To sweeten the pot. the clerk believes that he can get a 
line on getting the pa* a military priority shipment from Bowman 
to the naval base at Ellxabeth within the next few weeks, a cargo 
which will help the party turn a solid profit on the voyage out from 
Bowman, and can put them in Fine for other jobs of a similar nature 
afterwards. 
The Voyage: Neither the scientists nor the cargo are of an unusual 

nature. The pass-ngers are happy to entertain the crew with descrip- 
tions of some of the more imeresting aspects of their finds: mater~af 
that has shed a great deal d light on early starflight Partian civilizs- 
tion and i ts dramatic but brief flowering over 2000 years ago. Re- 
cent finds have uncovmed the archives of the outpost, and unlocked 
records covering much of the exploratory activities of the Darrians. 
Records of the last days of the outpost-already known (see the 
historicat background in the Bowman system reference book) from 
diaries and ather personal effects discovered in previous stages of 
the digs-have been discovered. expanding and filtfng in the pic- 
ture of how the handful of Oarrians stranded a t  this remote out- 
post coped with the dissster which befell their race. 

Epsilon Dlgs: Epsilon is presently at the outer end of its highly 
elliptrcal orb~t, out beyond the orblt of Zeta. The adventurers can 
land their ship inside the large hangar bay of the =id&' research 
facility-a converted mining platform whose hangars once held 
questing seekers, but now is occupied only as supply vessels call 
at the desolate moon. 

On their arrival, the scientists from the ship are greeted en- 
thusiastically by their b r d r e n ,  who are brimming over with excite- 
ment. Their project head. Professor Gamemgin Khaggushurak, quick- 
Iy begins to fi l l f he new arrivals-includfng the adventurers-in on 
the source of this outflowing interest. 

Recent work at translating zhe newly discovered archives has led 
the staff to the discoveqf that another small outpost existed in the 
system, located in the Leading Trojan Cluster. This tiny post, set 
up as part of a mining survey project, was not suspected by post- 
disaster historians or archeologists. To locate this second lost relic 
of the Darrian expansion would be a major step forward in the pro- 
cess of learning about that civilization. 

An Offer of Employment: The scfemists feel that they have a good 
chance, judging from the quafity of the archival records, of 
raconstruming the locarion of the Trojan outpost. They propose 
sending a fast exploratory mission into the ~Fustar, just enough to 
determine whether or not there is any justification for mounting a 
more complete expedition when additional funding, equipment, and 
personnel can be assembled. 

Khaggushurak braces the adventurers with an offer-a continued 
charter of their ship, at standard rates, far a fsirly quick scouting 
run into the Leading Tmjen cluster, carrying two of the projeFt's 
top field archeologists. The mission offers a way to fill the gap before 
the cargo out af Garrison Scout Base is ready to go, win be worth 
a fair price, and promises to  ba interesting, as well. It seems only 

reasonable for the party to accept. 
The preparations for this trip wfll take two days, during which 

time the adventurers have free run of the gciemific computer records 
to  increase their store of background knowledge and generat infor- 
mation. A t  the same time, they can help stow scientific gear, make 
preparatkons for the trip, and get to know their new companions. 

Referee" lnfiorrnation 
Having accepted the scientists' charter. the adventurers are 

charged with all responsibillty for the safety of the mission, The 
twa archeologists are competent in their field, but most certainly 
are not sufficiently familiar with piloting or other shipboard func- 
tions t o  make judgments on what constitutes an accepteble risk. 
Thus. the adventurers have control of the expedition, within the 
IimitatFons of carrying out the task they have been hired for. The 
twa scientists are passengers, able to make requests or give 
advice-brrt they cannot order the party into danger. 

WEPARATIOMS 
The adventurers are somewhat limited in available equipment; 

there will be little gear of use on Epsilon beyond the various special- 
ized equipment carried by the scientists. The. scientists sccompany- 
ing the group would have TO be persuaded (throw 8 + for each on 
the reaction table! to stop off st Garrison to  acquire any equipment 
no2 already csrried aboard ship. While The adventurers have the final 
say, delays of this kind may make for bad feeling and cause fric- 
tion withln the party. The referee should take note of this and im- 
plement appropriate responses and attitudes as the adventure 
proceeds. 

The Scbntists: The two archeologists accompanying the expedi- 
tion are both highly competent, but are quite different in character, 
temperament, and personality. 

Dr. Lazarr Mendsrko A79ABB Age 38 
5 terms Cr10.000 
Computer-2, Electroniea-I , Rifle-1 , Jack-of-All-Trades-?, 
Mechanical-1 . Vacc Suit-0 

Dr. Mendarka does not look like the usual stereotype of a 
scientist-he is a brawny, massive individual with a blunt manner 
and a quick temper. Mendarko has spent years trying to get ahead 
in his chosen profession. but the big opportunities have somehow 
alf passed him by. Now somewhat cynical, he still cherishes the 
hope of making a significant discovery that will finally earn him the 
fame he covets. 

Dr. Marie Jannovitz 6A98C9 Age 30 
3 terms Cr20,000 
Computer-3, Auto Pistol-2, Vacc Suit-0 Auto Pistol 

A specialist in Daman languages, Jannovitz is much younger than 
her colleague, but has already outmatched him in credits and 
recognition. Her success has earned his rsther considerable dislike, 
which causes a great deal of friction. Unfoltunately, the two are 
the best suited far the mission. and must work together despite 
their personaF differences. 

Each of the scientists has experience {named at the Epsilon digs) 
in working with vacuum gear, though no real expertise. Vacc suits 
and other essential equipment are available for them at Epsilon. 

SEARCH 

The expedition can reach the Leading Trojan cluster in 89 hours 
at ?+G acceleration (see the travel times tables and the travel times 
formulas in the Traveller rules). From that point, a standard search 
must be implemented, searching for signs of artifacts in among the 
asteroids in the clusrer. This procedure is  outlined in the better's 



handbook and in the material in the folder On the Rock cowering 
exploration of a rumored rich area. 

Each time artifacts are disovered, roll once for the reladve value 
of the object ( am Artifacts in the blter 's handbook), and agein ta 
dmermine the origin of the find. Note that the two scientists are 
knowledgeable enough to  determine the value of most artifacts 
without d~fftcutty. 

Origin rs determined by a 2 0  roA. A result of 2-5 makes the ar- 
tifact a relic of the Sword WorMer presence during and after the 
Third Frontier War-the Sword Werlders operated out of this Tro- 
Jan cluster. If a 6-9 is rolled, the artifact is of comparatively recent 
origin. probably left behind by passing miners. A 10 Or 11 is an ar- 
tifact that neithw of the scientists can readily identify. If a 12 comes 
up, the artifact is recognized as being of Oarrian origin. 

A random search is unlikely to  turn up anything solid. Space is 
too large, and any srtificiat creation by cornperison far too small, 
to make the possibility of accidentak discovery of the Darrian out- 
post more Than the merest faint chance. However, there is a good 
chance that the scientists can give mots solid coordinates from 
which to begin their search. 

The scientists are working on translation of Qerrian materiel to 
give them a clue to  the location of the outpost wwiin the Leading 
Trojans. Transcripts of various records are available; unfortunate- 
ly, the two scientists, each working from a separate s?aning point, 
have come up with contradictory results. Mendarko has mernpt- 
ed to  crack the Darrian coordinate system, and is  positive that he 
has the corrmt cmrdinates of the outpost, through his translation 
of cenain tog extracts. J a n n W ,  on the other h a d ,  has been work- 
ing with several diaries discovsred on computer records. One of 
these. she says, was written by a technician who actually pulled 
a shift at the outpost. along with his sister and her "husband" {a 
translation of a Qarr~an word which would m to refer to  a similar, 
but not identicsl relationship). The diarist and the husband both 
returned to  Epsilon. leaving the sister behind. Durim the find dam. 
according to Jannevitt, the writer got to  speculating on his sister's 
fate, particulartv after her h u s b d  was assiuned to  the Rharhzelmes 
and left the system. In these passages, ~ a i n o v i t z  says, the diarist 
describes the Darrian outposrt vividly, speaking of the "swarm of 
lights over the cratered landscape" visible from the outpost 
viewports. She claims that this description points to  a falrly large 
body-and navigational records i n d i m e  that no such body exists 
at the coordinates Mendarko chsmpions. 

Mendarko's argument, in return, is two-fold. First, he says, Jan- 
novitz has no solid alternative to offer. Secondly, her contention 
may be right for the present-but the cluster cwM hwe changed 
in the past t w o  thousand years. 

Ref-: The players may act on them two opinions as they wCsh. 
They should be encoumged in the belief that Jannovkt hlhas achieved 
more, and thus may be more reliable than Mandsrko. 

The truth is that Mendarko's coordinates are not accurately 
translated, due to a subtle error in working out the relationship bet- 
ween the Denian system and that in common use today. Jennovitz's 
description fits one very well-known body in the LeMing Trojan 
Cluster-the asteroid known as J a r f m ' s  O m ,  which is sumnd- 
ed by by cluster of other, srndler rocks. The planetoid was the scene 
of fighting during the campaign against Oenisov after the f hird Fron- 
tier War. 

The adventurers shwtd  be given a g m d  chance to discover this 
for thmselves, baW on their past exposure to the Bowman system 
reference book. If they show no sign of rernembwing, the referee 
should have any character born in or farnllisr with the Bowman 
system roll against education for a clue thar the asteroid in the diary 
description sounds familiar. With this rather brmd him, players can 
probably unearth the truth (though rolls egalnst education should 
be required for access to  the book. to keep things from being too 
easy). ThFs encourages ptayers to pay closer attentian to  background 
material in the game. 

I f  the group prefers to check out Mendarko's coordinstss, they 

are free to do so - but they will not discover the outpost, 

A decision to  visit Jarlsson's Doom may strain to  the limit the 
notion of '"acceptable risk"; this in a dangerous ares to  travel in. 
The Doom itseH is a large, iwegular planetoid soma 685 kms through 
its long 8x1s. A fairIy dense (by bert standards) swarm of other 
asteroids surrounds ?his large body. Travel through the swarm 
without careful preparation is  s hazardous proposition. 

Safe Pensage: Passage through the swarm that guards Jar lam's 
Doom requires time. patience, and a good computer. The time is 
spent in slowly building up sensor data ( 2 0  hours minimum; addi- 
tional time makes the resuks more accurate and decreases risk). 
This data is used to  wrfte a special maneuverSevads program keyed 
t o  the passage of the swarm. Pmience is required of the group as 
they coliect and consolidate the data: e complete computer pro- 
gram must be written {see the Traveller rules for this) and suc- 
cessfully put into operation for safe passage to be attempted. 
Once the program is completeid and running, h a  ship may attempt 

the passage. The basic: chance of collision durlng a safe passage 
mempt  is 1 1 +, with several DMs applied: -pilot skitb - 1 for every 
3 hours over and abwe the minimum time spent fur scanning; + 1 
for every hour less than the minimum scanning time spent; + 1 for 
evwy Vr-G n~cslsration (fractions are a!lowedl applied during 
passage; - 6 If the ship makes the passage without constent a o  
celerstion ~maneuverEng thrust applied oniy as needed). 

If a safe passage is not attemptad, and the ship plunges in 
regardless, the throw for a collision is set at 5 + with the same OMS 
applied. 

Passage Our~ion: The table below shows the tlma taken to pass 
the swarm at various accelerations andfor spmds. 

Swarm P a s e m  Tabte 

%-G constant 
1 -G constant 
2-G constant 

48 minutes 
36 minutes 
24 minutes 

Nozs: The tsbC gives the ship's badc accelerdm (rnhirnurnlun- 
powered assumes wseage at s minimum, flat speed without cow 
stant acceieration), duration of the passage in minutes, and the 
number of tlrnes tha players sbaould mll to  avoid a possible coACion. 

Col l ishs:  If the roll for collisions results in a hit, treat the hit as 
s combat hit and roll on the hit location table. However, a critical 
hit indicates an explosion that destroys the ship immediately, thus 
eliminating the need for s critical hit die roll. 

Using SMp's Weapons: Gunners may attempt to  fire weapons 
to destroy small rocks before a collision occurs. One attempt is 
allowed per turret, each time a collision result is mandated. Use the 
usual combat procedures ta generate a "to hit" throw. If the hit 
is scored, the asteroid is destroyed (and the collision everted) an  
e second roll of 9 + . If the roll is a 2, exactly, the asteroid fragments 
inflict 2 hits an the ship. 

Under most circumstances, players are unlikely to be so much 
in need of haste that they plunge in and risk collisions. However, 
there may be times when Jarlsson's Doom becomes the lesser of 
two evils. 

3-G constant 
9-G constant 
5-G constant 
6-G constant 

DISCOVERY 
Scanner rmdings of Jarlsson"~ Doom do no? produce any clear- 

cut readings thaF prove the presence or abwnce of the lost Dsrrian 
outpost, but a few anomalous senreor traces msks it irnpossFble to  
ignore the possibility. Thus it is necessary for the party to  engage 

21 minutes 
18 minutes 
1 5 minutes 
'1 2 minutes 

4 
3 
3 
2 



Archeology 

in a close survey. This means that 10 watch periods mu@ be spent 
in order to  locate anything of interest. 

The Darrian outpost is indeed located on the asteroid (hence there 
is no need to determine resource presence); the post Is buried deep 
in the rock, with the only trace of an entrance be~ng a large cave 
overlooking a flat, cratered plain. Careful inspealon of the plain wilt 
reveal that s pan of the rock surface is actually a door,  now long 
covered by dust and mck fragments, capable of accepting a ship 
of up to 500 tons. The cave leads to an airlock. now of CQUrSe 
unusable; 'luckib both doors of the fock have been left open, allowing 
access. 

There is another hidden site on Jarinson's Doom of artificial con- 
s tmon ;  this is a smll inHallatian used by a band of hijeckem who 
have made the Doom into a base of operations. Thm chances of 
stumbling across this instaHatien are roughly the same as of find- 
ing the Damian outpost. Thus, when e "'discovery" is  made, the 
referee should randomly determine whether the party has found the 
outpost or the hijackers. If more than one individual makes a 
discovery, there is a chance that both are found-roll separately 
for each player who makes a find. 

INSIDE THE OUTPOST 
The referee should prepare a plan of a small outpost-one or twa 

levels, mostly centered around the 600-ton capecity hanger area. 
As the adventurers explore this complex, it becomes plain that no 
one stayed on the outpost to the end-no remains are found in- 
side, and there are no signs of hasty depamre dear even after all 
these centuries. r 

The hanger bay holds the biggest surprise-enct the answer to 
many mysteries. For there, nestled in the center of the large 
chamber, IS a ship-a JOO-ton vessel bearing Darrian characters 
on one side which the scientists translate, in rising excitement, as 
"Rhathzelmes"'. This, then is the final resting place of the lost 
starship. 

Investigation af the ship yiekds a fragmented but fairly clear view 
of evems. The control room is marked in severet places by burn 
marks from the discharge of energy weapons. Radio and drive con- 
trols were both damaged. the former beyond easy repair. The 
passage of the swarm had spparantly taken quite a toll, as wall; 
much hull damage i s  evident, and the engineering section seems 
badly damaged. And one of the two ship's lifeboats is gone. 

Although the evidence may ultimately contradict it, Jsnnovitz- 
something of a romantic-reconstructs the story as s mutiny. 
possibly inspired by the crewman whose wife remained here, or 
by a similarly rnotivafed person. The mutiny dFverted the ship here, 
bvt a struggle aboard and the damage suffered by navigating the 
asteroid swarm left the ship crippled. The survivors apparently took 
one of Rharhze!mes's life boats in an mernpt to return to Epsilon; 
presumably a cotfision claFmed then as well. 

EMCOUNTER 
In the course of the exploration, i t is possible that the psrty will 

sturnbte across hijackers making their base at the Doom. This may 
be through an accidental discovery, a randomfy rolled encounter, 
or a staged event, as the referee desires. 

The h~jackers-three former belters who make their way am- 
bushing others and taking equipmt, ore, and the like-are unaware 
of the WarrEen outpost. Their primary concern Fs to keep the adven- 
turers from escaping with word of their presence; the smuts or LSP 
Security could both be expected to root out a nest sf pirates, no 
mmar how smatl. 

The refer- may handle details of &e encounter; presumably, it 
will first taka place during 8 trip ta the surface. RamFmion will de- 
pend on the precise situation, and on player responses. 

Should the player characters manage to escape re their ship, a 
pursuit situation comes about. The hijackers have 8 seeker hidden, 
and wit! chase the fugitives. This enables the referee to create a 
tense, action-packed chase through the swarm, in the best tradi- 

tions of asteroid-related film sequences of any classic s-f movie. 
Nstura'liy, the referee's stwytelfing abiriies will be the most import- 
ant in describing the siZuation in a way that wit1 bring it most vivid- 
Iy to life. 

Combat actions can, of cowss, be resolved according to Traveller 
space combat rules. There are three chances of  collision per 
1000-second combat round while ships are in the swam; weapons 
firing at the other ship cannot fire on rhreetening rocks, or vice versa. 

If the party can escape from Jattsson's Doom and the hijeckers, 
they can expect sction to  be taken against their erstwhlia op- 
ponents, if they survived. (It's usually more fun for the referee to 
arrange for the battle to and in pyratechnics which take out the 
enemy ship after some successful maneuver by the players.) 

The discovery of the Rhethzelmes will l e d  to  a certain amount 
of notoriety for the group. which they may be able to capitslixe on 
in one manner or another. 

Finally. tho scientific party, having paid the- agreed-upon charter 
fee, will invite the group to stay in the system and help organbe 
future visits to  begin mom thorough explorations of the Jarlsson's 
Doom site. 
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Dr. Arpad Nushur 
"PP 

796675 
ex-Navy 3 terms 024-1 1 10 1""'~ieutenant Commander 
163-1080 I ""'-"*" Jewell/Jewell0306 A777999-C 

""" 
Medic3  ~~~ ~Admi!!:ll . ~ ~ ~ P : S _ . B O ~ ~ : ~ . ~ S . ~ ? G - ~ ~ C O ~ P ! I ~ ~ L  

Pa.,..'tom SMG 
~ -. ~~ ~~~ ~ 1""' C ~ ~ O . O O O  - 
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cmm.m. 

Merchant experience with Oberlindes Lines in Regina and A swindler and a gambler, Pegunang has wandered in and 
'""""" Senior Medical Officer of colonial cruiser 8C-9525 

Aramis subsectors. Served as NavigatoriFirst Officer aboard out of the lmperium for most of her life, and has turned her Agidda. Served in the Ouerion and Vilis subsectors, and 
60,000-ton converted fleet intruder Emissary iex-Sparkling hand to everything from reasonably honest trade and specu- at the Battle of Thanber. 
Disfressl in Vargr space. lation to smuggling, can games, and forgery. 

- 
I - 

M.m. N , " , ~  <"P ,>,,-* 

Tsutomu Woronow A786B5 Joan Eshunnak 793674 1 Johann "Lucky Yo" Jorgensson 
UV" 

7866A4 
ex-Scout 4 terms 196-1 1081""' 5 , , w , ~ "  Belter 5 terms R,"k 

269-1074 1 '""""" Porozlo/Rhylanor 0305 A867A74-A 1 1 1-1072 1 """""*$owman/~istrict 268 0302 D000300-9 

"" Engineering-2. Electronic-2, Jack of all Trades-1, Gunnery-3, Pilot-1, Rifle-2, Engineering-1, Medical11 '"" Vacc Suit-2. Prospecting-2. Zero-G Environ-1. Gambling-1. 
~~~ 

Mechanical4 Vacc Suit-1. Ship's Boat-1, Mech-1, JOT-1. Computer-1. Fwd Obsvr-1. 
?m"",o* -Cr16,000 P ~ , ~ . . ~ ~ .  Rifle -'" CrlO0,OOO 

*o.,..um, 
-- --- ~ ~ -- one Middle Passage 1'""' ~ r 1 . 0 0 0  

1 one Low Passage 
corn.",. 1 C _ r n * l  Service with Scout Squadron 53. Captured at Battle of Served as engineer aboard colonial cruiser BC-9525 See the short adventure Beltsfrikel for background on 

Agidda at the Battle of Thanber. Thanber; exchanged. Later served at Lanth and Rhylanor as Jorgensson. 
! boat gunner attached to Marine landing force. i 
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Zhuandao Weiss Enli Eriskany C7A483 Lee Huseyin 
s*w,ms *s.",ea 

A86859 
ex-Marine 3 terms 014-1 1101~" '~apta in ex-Marine 5 terms 206-1 109 IL"'~orce Commander 

B,"W*. 31 2.1080 a"""""d ChamolsiTrin's Veil 0709 8544642-5 ""'"' 302-1071 IB"'""' LunionILunion 0504 A995984-D 

Cutlass-3. Revolver-1. Vacc Suit-1, Brawling-2, SMG-1. se,". Cutlass-1, Revolver-2, Tactics-2, Vacc Suit-1. Rifle-2, 
Grav Vehicle-1, Brawling-1. Electronics-1. 

?*-,"*. Cutlass 1""" C ~ ~ Z , O O O  

Member Travellers' Aid Society Member Travellers' Aid Society 
C0".*.",. Served with 1931st Marine Regiment at Lanth and corn.",. Imperial Marine annual pension of Cr4.000. Served with 

Rhylanor. Awarded Medal for Conspicuous Gallantry for the 8327th Imperial Marine Regiment at Thanber and 
, rescuing a squad trapped in a downed assault shuttle during Garda-Vilis. 

campaign around Lanth. 

S L , ~  Steward-2. Gunnery-2, Rifle-1. 

i 

c-*m. Shipped with independent free traders through most of 
his career. During the war years, operated in the Glisten 
and Pax Rulin subsectors. 
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, Lise Elhodiri 79AA96 George Artizabenes 
ssw,= 

957842 
ex-Army 3 terms 117-1 109 1""' ex-Belter 7 terms 104-1 1081~'"' 

IderatiiFive Sisters 0702 A887796-C """'" IiiumiOarrian 0406 8444831-9 
'""~ Vacc Suit-3, Prospecting-2. Zero-G Environ-2. Ship's Boat-1 

SMG-1. Mech-1. Electronic-1. Laser Carbine-1. Brawling-1. 

, ""' Cr27.000 Laser Carbine u-"' Cr12.000 h..~.~,~". 

two Middle Passages 
COrn.,~",, Served as Imperial Army Aide on the staff of Admiral corn-.,. Mining experience in the Caliburn Belt prior to the war. 

Elphinstone in the Yorbund Campaign. Darrian Confederation citizen. 
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Angelin U 
"OW 

7A88C7 
*w,Gs ex-Army 2 terms 017-1 110l""'~a~tain 
mm.3- 128-1 064 1 m'wo" FrenzieIVilis 0306 A200436-A 

"*" Leader-2. Tactics-1. computer-1. Auto Pistol-2, Rifle-1, 
SMG-1. 

m."..,o". Auto Pistol IU-" ~ r10 .000  

COrnrn*",~ Served in the 3rd Vilis Colonial Division. Wounded and 
invalided out of service after the defense of Garda-Vilis. 
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